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— Apair of leprous n mountain dwarves plead 
of their compatriots from a deadly ettin- wight. A D&D 
BHF Trek for 6th- ca aaa. a: - 


CRITICAL THREATS: 


Robert Harris #% ’ 
He rules a kingdom of deceit and subterfuge, and his 


‘A D&D “Critical Threat.” 


paranoia makes him deadlier than the average beholder, _ 
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Christopher Perkins 
Ifor the rescues The Dunceon Magazine Adventure Path begins! Enter 


the city of Cauldron, a metropolis recently besieged bya 


rash of disappearances. The population of the city is 
__ nervous, bur the disappearances became personal when 


four orphans were taken from their beds three nights 
ago. The Lord Mayor is stumped, and the city needs new 
heroes to uncover the mystery of the lost Cauldronites. 

A D&D Adventure Path: Shackled City adventure for — 
tst-level characters. , 


DEMONBLADE 94 


Hank Woon 


~ The legendary demonblade has resurfaced and claimed 


* Campbell Pehiney the prince of Manderaun. Only the intrepid PCs can rid 
A 185-foot iron giant has appeared out of the ocean to the land of the former inhabitant of the demonblade, as 
terrorize the Coast. Its metal skin hides many secrets, and well as its foul minions. A D&D adventure for 16th= 
only the PCs can find a way to halt its path.of destruc- level characters. 
tion. A D&D adventute for 13th Jevel characters. ~ 
Ste The vilest deeds like poison-weeds ap 
¥ Bloom well in prison-air: “) 
It is only what is good in Man 
That wastes and withers there: s 
q Pale Anguish keeps the heavy gate 
‘And the Warder is Despair. 
—Oscay Wilde 
The Ballad of Reading Gaol 
: 4 
” COVER ; 
Chuck Lukacs gives us'a fresh look at the classic beholder with this illustration of Lord Orbius Vhalantru, a key player i ingatl r 


iy “Life's Bazaar” and the city of Cauldron. An encounter r with one of the eye tyrants wher you're only 1st level is one a ¢havacer 


Sic.) ae 


JOY OF A NEW CAMPAIGN 


Before you read this editorial, do yourself a favor: Take the magazine, turn to “Life's 
Bazaar,” head to the little DM's room (or wherever you like to do your quality read 
ing), and read through it 

Now we can talk. The adventures in this issue are all top-quality modules Id run 
in my campaign in a heartbeat—pretty much the standard by which I decide to 
buy an adventure, to be honest. But “Life's Bazaar” is something new. DUNGEON has 
never run an Adventure Path series before, and after years of protestation by many 
vocal readers, we've succumbed to the hue and cry and decided to forge ahead with 
this beast that has become my passion. I'm so excited about this thing, I start to get 
the shakes and dribbles when I think about the intricate plot details my authors are 
toying with. We even have an Adventure Path “council” forming, composed of all 
the authors of each module (and myself), the entire purpose of which is to keep the 
continuity strong and the Adventure Path exciting. 

But what I'm really itching to talk about this month involves sweating palms, 
butterflies in your gut, and more rehearsal than you put into your 6th-grade musi: 
cal performance of Tom Sawyer. No, this has nothing to do with members of the 
opposite gender; it's more important. I'm talking about starting a new campaign. To 
playtest the Adventure Path, I launched a weekly lunch campaign with some will 
ing guinea pigs (aka, coworkers) here at Paizo to see what Joe or Josephine DM 
would go through trying to run these modules straight from our pages. (And for 
those of you keeping track at home, that's three campaigns we have going on here 
My Adventure Path campaign, Dracon Editor Jesse “I look like a troll” Decker 
gladiator campaign, and Dracon Associate Editor Matt “I just dropped out of 
Thomasson's campaign because I'm a big loser” Sernett’s Oriental Adventures game. 
We're serious gobs.) I wanted to discuss what I consider two of the most fun ele 
ments of a new campaign: the new character, and the first fight 

Our first PC is Dree, the cautious and considerate gnome illusionist, and his cat 
familiar Mr. Dibbles, played by Matt Sernett (the illusionist, not the cat). Hallan the 
halfling druid, played by Jesse Decker, is naively honest, and wont go anywhere 
without his riding dog/animal companion, Fergus. Pressured to then create a stun 
tie character himself, Star Wars Insider Editor-in-chief Dave Gross compromised 
by playing the 5-foot-tall human fighter Oscar, whose “greatsword is taller than he 
is," according to Dave (not trying to compensate for anything, are you Dave?). Next 
is Laurethoron, the elven ranger played by our CEO, Lisa Stevens, Laurethoron has 
the perfect blend of enthusiasm and casual disregard for the law you love to see in 
a 1st-level character. And no, I'm not saying nice things about her because Lisa 
signs my paycheck. Really. Illustrious PoLyHenxon Editor Erik Mona plays 
Mestiphar, an albino human bard, of all things. Erik said he’s determined to find 
out for himself whether bards stink. Good luck, Erik. Last but not least, our pub- 
lisher, Johnny Wilson, plays Salvatorus, a lawful good cleric of St. Cuthbert. Now 
you probably don't know Johnny, but I have to give him props for stretching to play 
a lawfully aligned character (and believe me, it's a stretch). As Dave said, if Johnny's 
trying to play a lawful good character, welll probably get neutral good, since chaotic 
reckless defines Johnny's typical alignment choice 


As for the first fight, it was great. After a lengthy investigation (4 1/2 hours), the 


group made their way back to Ghelve’s Locks for the third time, where after 


repeated clues, they gave up the pretense of diplomacy, charged into the back of the 

shop, and started a brawl that culminated in the near death of Salvatorus, but the 

eventual triumph of the PCs over a single skulk (Id like to remind you all that my 

players are game industry professionals). But you know what: That was probably 

the most exhilarating combat I've run in six months. Man, I love new campaigns. 
Oh, and by the way, we're going monthly next issue. Strap yourself in 


Editor 


Dungeon 


obert Harris 
Campbell Pentney 
Hank Woon 


in Andrasofszky 
David Hendee 
Chuck Lukacs 
Ramon Perez 
Peter Whitley 
Craig Zipse 


din 


Johnny Wilse 
Chris Thomassor 
Kyle S. Hunter 
Erik Mona 


Matthew Sernett 
Stacie A. Fiorito 
Christopher Perkins 


John Dunn 
Theresa Cummins 
Pierce Watters 
Johnny Wilson 
Dawnelle Miesner 
Chuck Lukacs 


Rob Mannir 
Christopher Perkins 


Jason A. Engle 
Robert Lee 

Val Mayerick 
Christopher West 
Aaron Williams 


lumag 


pe U.S.A 


After reading your response to the letter 
James Thomas wrote in issue #95 regard- 
ing keeping the internal artwork clean, 1 
decided this was worth a shot. Could you 
please stop printing PoLyHEDRON maga- 
zine upside down and backwards? Hon- 
estly, I love Porytieprow and I swear on 
all my miniatures to continue to honor 
and respect it as its own magazine even if 
it follows DUNGEON sequentially, 

LivinG GrevHawk Journal follows Dracon 
nicely. A clear change in style denotes one 
from the other. Each magazine has only one 
front cover, as no publisher in their right 
mind would forgo selling the prime real 
estate on the back. Actually, can you give 
me a good reason why Duncton doesn't 
follow Dracon’s example? 

You can't imagine the looks I get wait- 
ing in the doctor's office. Not only am I 
reading one of those D&D magazines, 
but I'm reading it upside down! Sign of 
the devil, indeed. 

Reed Konsler 
Cambridge, MA 


Sorry fo disappoint you, Reed, but no chance. 
Printing DUNGEON/POLYHEDRON as a 
flippy gives each magazine its own identity 


Our recommendation: When folks in your 


doctor's office give you funny looks for reading 
an upside-down magazine, flash them some 


devil horns and a Gene Simmons tongue wag 


—RANK AND FILE 


The Delta Green “PX Poker Night’ (Poty- 
HEDRON #155) was great. There are only a 


couple things wrong with it. Your authors 
need to doa little research in the future. I 
can imagine you will get lot of mail over 
this! Air Force bases don't have PXs. As 
you probably know, PX stands for Post 
Exchange, which are on Army posts. Air 
Force bases have the BX, which stands for 
Base Exchange. A small problem, but it is 


LETTERS 


Tell us what you think of this issue. Write to: 
Letters, DUNGEON Magazine, 3245 146th Place SE, Suite 110, 
Bellevue, WA 98007 or send an email to dungeon@paizopublishing.com. 


wrong! The second is that two of the 
NPCs are listed with the rank of “CPL,” 
which stands for corporal. Corporal is an. 
Army rank, not an Air Force rank. Here 
follows a list of Air Force enlisted ranks 
and pay grades from lowest to highest. As 
the Air Force Staff Sergeant and Tech 
Sergeant are one pay grade lower than the 
Armny ranks of the same name, I assume 
all the enlisted characters should be one 
rank lower, namewise, 


Airman Basic (AB) Et 
Airman (Amn) E2 
Airman First Class (AIC) E3 
Senior Airman (SrA) E4 
Staff Sergeant (SSgt) ES 
Tech Sergeant (TSgt) E6 


Master Sergeant (MSgt) 7 
Senior Master Sergeant 


(SMSgt) Es 
Chief Master Sergeant 
(CMSgt) E9 


As for officers, the Air Force and Army 
have the same rank structure. 

I can qualify this with eight years of 
active duty in the Air Force. I separated 
from the Air Force at the rank of SSgt. It's 
impossible to be in for that long, get pro- 
moted to SSgt, and not know these facts. 

These minor technical details both- 
ered me and I had to write in; I couldn't 
let it go! These errors in no way decreased 
my enjoyment of the magazine. Thanks, 
and keep up the good work! 

Joe Prozinski 
Via Email 


SEALED FORA 
Ca REASON 


I am writing to you in response to the 
letter entitled “Not Kid Friendly,” fearured 
in issue #96. I am very happy to finally see 
that some adventures are being written 
with adults in mind. Most of the people 
involved with roleplaying games are 
adults. Adventures written for teenagers 


and young children get old very fast. There 
are no Disney-style roleplaying games 
available due to a lack of a viable marker. 

As long as the adventures are clearly 
labeled for content, such as a rating system 
or sealed adventure, DUNGEON Magazine 
should be able to print adventures of all 
kinds. If you don't want it, dont unseal it. 

While I applaud Joel's use of Dun- 
GEoNs & DRaGons as an educational 
motivator for his six-year-old son, it is 
not DUNGEON Magazine's, nor anyone 
else's job to be a parental figure to his son. 
As a parent, it is his responsibility to 
filter out undesirable material. The 
sealed adventure is obviously marked in 
several areas of the magazine as mature 
content. At thar point, the parent makes 
the choice of whether the adventure is 
acceptable for a six-year-old boy by either 
unsealing it or leaving it sealed. A six- 
year-old would not be able to get into the 
sealed adventure unless the parent 
opened it for him. I am an adult and even 
Ihad to perform delicate surgery on the 
adventure to keep from ruining it when I 
unsealed it. Also, unless the child is a 
Dungeon Master, he should not be read- 
ing the adventures as it would ruin the 
challenges contained within. 

Personally, I think the products are 
wonderful. Wizards of the Coast should 
not be afraid to release more products of 
this nature, as they can greatly enhance 
any campaign if used properly. 

‘Tony Harvey 
Sterling Heights, MI 


KID FRIENDLY 
—_— REBUPEPAL 


1am outraged at the father who wrote the 
letter “Not Kid Friendly” for wasting your 
time, and I'm also a little peeved that you 
published it. This man is using DUNGEON 
Magazine to excite his six-year-old child 
about learning? I think there is some- 


thing wrong with this picture. Sure, years 
ago my friends would have their children 
around while we played our RPG ses 
sions, But at least they waited until the 
tell the 


between what is real and what is not 


children could difference 
before we allowed them to play—like 
around the age of puberty. Twelve- to thir 
ten-year-old children are good players. 
But I can see it now with the six year old 
Years later, he commits a crime (hope not 
and then the press finds out his father 
used DUNGEON Magazine to teach his child 
the three “Rs” and how to kill a beholder 
with a greatsword. There goes another 
strike against D&D! Or imagine his first 
grade teacher when she gives him praise 
for learning his math quickly, and he 
ing 
dice for my father so he could have great 


replies, “Oh, I learned my math rol 


strength to kill those evil giants.” She 
would faint! I will go no further: 

My vote stands for our club, which 
unanimously voted the big thumbs down 
on this father’s letter to you (our mem- 
bers count now is twenty-five, and the 
average age is forty-five). We have some 
younger members and even some fifty 
year-olds, Of course we played from the 
beginning—we started with Traveller 
before we found DuNGEONS AND Drac 


ons. So tell this father he is wrong, 


wrong, wrong to 


astise your magazine 
Kenny Bader 
Via Email 


t my first D&D bi 


ix, and although I didn't understar 
arcane rules, 1 marveled at the pictures and did 
my best with Gary Gygax's impressive vocabu 
lary. DéD undoubtedly lemea Y 
rtainly didn't hurt my imagi- 

have disp he 

to crime time and again. 

that canard in our own 


SOLVING 


I am responding to your question in the 


96. 1 remember when | 


editorial of issue 


had similar problems to yours {1 


gn-re iy 
game sessions. —Ed.] and I can tell you 
three ways you might solve it. The first is 


to get some brand new, wet-behind-the 


ears roleplayers. I have found that they 
usually remember everything, especially 
for the first few months. 

Second, if you find one person in the 
group who you can talk to during your 
down time and get them excited about the 
plots you are working on, that person will 
enhance it for the whole group. There's 
nothing like an, “Oh man! No way!" to get 
everyone’ attention and get them focus 
ing on what the commotion is 
ad a 


1 saved the best for last. I too h: 


Chogrin Flagonbearer. [This is a Gand 


aracter 


use in my campaign to move 
PCs guidance when their 
lack He was 


known as Roc for short because his elven 


; 1 allowed Roc 


name was so long. Anywa 
to adventure with the PCs for a few games 
until they came to generally appreciate 
and even depend on him. Then in a sick 
pwist (which brought several “Oh Mans! 
and “No Ways!” ), he lost a battle of wills 
with a sentient evil sword and turned on 
the party. This is especially useful when 
the NPC is far more powerful than the 
party. He almost killed the PCs, forcing 
them to retreat, then he was mysteriously 
zapped by a magical force field and van 
ished. They were hooked on the plots from 
then on, especially when you drop ina few 
hints every once in a while that their 
fellow hero might still be alive. Think 
about how well it worked for Tolkien 


id 


after the battle on the bridge. You should 


when everyone thought Gandalf was d 


find the attention back where you want it 
Good luck and cheers on your magazine 
Brian Hamner 
Tuscaloosa AL 


First off, let me chime in as loving Poty 
HEDRON. I subscribed because of the d20 
content. The current format, page tabs, 
and all, are all flawless. 

That said, the more mature tone of 


recent adventures is making me re-think 


You've 
DEFEATED 
DUNGEONS, 


my multi-year subscription. Both the 
included sealed section in issue #95 and 
the drug use in issue #96 have, as several 
others have noted, caused me to with 
hold the magazine from my gaming 
group, which consists of two married 
couples and our children, ages twelve 
through sixteen. 

It is understood that you have to sell 
magazines to your market. I just dont see 
much vileness in Harry Potter or Lord of 
the Rings, which manage to be exciting, 
adventuresome, and riveting without 
resorting to drug use, rape, or any of the 
other things that have begun creeping 
into Dunceon. The market for those 
films includes the adults of the next 
decade, who will have to decide if they 
want to buy Duncon. Unfortunately, I'll 
have to warn mine to steer clear if the 
current trend continues. 

Scott R.C. Smith 
Rochester, NY 


he sealed section in issue #95 is still under 
debate, as evidenced by the four letters on the 

subject in this very issue. But we take issue 

with the accusation that we presented 

use in issue #96 to sell issues. The fact is, th 

combat in “Pandemonium in the 

d, in part, after modern: 

ics, and drug use is a problem in 


as it is in society at large. If portraying 


n even a negative light is bad, should 
then remove all the violence in the adven 
tures as well? We did offer a clear warning in 


the adventure's introduction that while the 


adventure dealt with the topic of drug use 


nimicked the real world since using the sub- 


d res ere vepercussions, 


ncluding death 


SURPRISE VILE 


In issue #96, Joel Rodda spoke about his 
feelings regarding the mature section in 


issue # 


that related to the Book of Vile 
Darkness. I continue to see negative feed: 
back about this, but I also see that the 
powers that be are disregarding it and 
asking for more feedback. I am taking 
this opportunity to voice my opinion as 
negative on that material in your maga 
zine, | have a child that I am attempting 


to get into gaming also. I would like him 
to be included in the hobby. I do not want 
this type of thing shipped to my home, 
either. I game with 10-12 different 


people. Not one ha 


a positive thing to say 
about this material in your magazine. 
And only one purchased the Book of Vile 
Darkness, I was actually hoping to get the 
stats for Demogorgon, Asmodeus, and 
Orcus outside of that publication. 

If you think there is a market for that 
material, sell it to those people. But when 
L bought a subscription, I did not antici- 
pate that type of material being sent to 
me. I would never choose to buy it. I feel 
that these types of publications as a whole 


give fuel to the anti-gamer sentiment 


Ty Crockett 

Via Email 

We don't disregard anyone's opinion, Ty 
That's not why we asked for more feedback. The 


truth is, the feelings on mature content were 
split until we sent out that plea for more feed: 
back. The slight majority now seems to favor no 
For the 


more mature content in DUNGEON. 


ature, then, that’s the policy we'll follow 


Still think we don't listen to our readers? 


i PRO-POLY 


Just to start, I'm going to identify myself 
as someone who purchases DuNGEON/ 
Poxyuenron for the Poty side of things. So, 


I'm spending $9.99 Canadian, plus tax, for 


about 64-70 pages every other month 
While I appreciate the adventures on the 
Dunceon side of things, and may use one 
in the future should I decide to play D&D, 
they arent what I'm spending my money 
on. That said, I think my money is being 
ing around 150 


well spent. I'm purch 
pages of RPG material, with bonus maps 
and counters, for 10 bucks (or 8 bucks for 
Americans). Try finding a 150-page sup- 


plement that's not a PDF for the same cost 


and quality of DuNceoN/POLYHEDRON— 
bet you can't find one. So, it amazes me 
that people are griping about the cost of 
the magazine, or that they're wasting their 
money for PotyHepRon, when the facts 
show otherwise. 

J. Longden 

Via Email 


ee 
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“Blind sath Bluff? isa D&D Side Trek for four charac: 
rs of 6th level. It an easily be modified for different 


balance: ¢ of classes i is preferred. As there is very little con- 

tinuity with an outside world needed, ,the: ‘story.can easily 

be dropped into any campaign'that incl a sparsely, 

— grasslans dizegion. The 

ce template he in D, IN Magazine #300, 
bers 3 spat: A ya run the: aa 


Mlithids : findvettins, with their two similar brains, a deli- 
cacy. A small culr ofllithids lives near the surface of the 
rolling grasslands that the PCs find themselves traveling 
_ through. This clutch, led by a sehen gee, suc 
. cessfully gathered a large following of gtimlocks and 
Spent most of their time trying to conqueraa large colony 
of mountain wary inthe Underdark. Tired of being at 
the bottom of the hierarchy, one particularly reckless 
Pees oh mind flayer wanted to improve his lot in life by capturing 

© alive ettin near the surface and bringing it to the matri- 

‘arch as a surprise feast. ’ % 


This mind flayer’s group of specially trained grimlock., 


followers were unafraid to be teleported to the surface to 

help their r gain favor. The deadly force waylaid 

several small outposts and’earavans, the mind flayer 

» probing for stories and memories of the legendary two- 

» headed giant from captured prisoners: Eventually, he 

as wrenched the location of such a’beast from the mind of a 
. victim, a and the group traveled to the site. 

a This ‘information was old. The location was correct, but 

~~ afew weeks previous’ to the illithid-led raid, a gang of 

wraiths slew the ettin and turned it into a wight. The 

illithid’brazenly marched his small force into the cavern 

and attacked what he thought was an unintelligent giant. 

He was quite surprised as the thing resisted every mind 

trick he had. The ettin- oe plowed through the 


ry 


"fbvels using the “Scali ling the dvencure” sidebar. A good” 


venture uses the 


am 


grimlock horde and with two quick strikes, seriously 

unded the flayerA ringof spell storing allowed the stag- 
gered mind f flayer to teleport without error same back 
to the Underdark. 

A few of the grimlocks survived the ettin-wight’s terri- 
ble claws. As their master deserted them, they split’into 
two groups. One group panicked and headed deeper into 
the cave, thinking it another way back to the Underdark. 
The monster followed them and trapped them in a tight 
crevice at the rear of the caye. The other group was luck- 
ier and escaped into the surrounding gullies and copses 
of trees, forming a plan to rescue'the other group. One of 
the trapped grimlocks is related to a noble grimlock 
family and if the others return home without him, their 
lives would end ina horribly painful fashion. These grim- 
locks see the PGs asia solution to their problem. Their 
plan is detailed below. 

“The cult of mind flayers is currently engaged in the 
discipline of the reckless young mind flayer and is not 
detailed in this adventure. 


The PGs, en route to some destination, encounter the 
group of grimlocks desperate to recover their missing 
brethren. Disguised as dwarven lepers, the grimlocks 
offer the PCs an incentive to destroy the ettin wight and 
rescuestheir companions. 

The characters head to the ettin’s cave, which lies but a 
short distance from the grimlocks, and enter. There they 


* ‘Hattle the undead terror and rescue the grimlocks 


trapped within the ettin's home. Once this is accom- 
plished however, the first group of grimlocks betrays the 
characters and attacks them from the rear. The P@s must 
defeat these treacherous creatures, but they might later 
fade the wrath of the mind flayer cult or more grimlocks 
looking for revenge for their slain nobleman. 


a ei. 
BEGINNING THE 
AT\VIENITIIDE 

AD N R 
The party begins by traveling down 4 rough stoné road. 
They might be advance scouts for a caravan or wagon 


train, or just moving toward their next adventure, 


The road you've been following has been getting more 
and more overgrown. Small saplings can be seen grow- 
ing in the lane occasionally, and the tall grass is so 
plentiful in this area that it fights for space among the 
stones that make up the ancient road. You haven't seen 
a farmhouse in at least two days, and you passed the 
last civilized town two days before thar. The last 
person you talked to only spoke of vague rumors con- 
cerning the “wild lands" to the east, but even animal 
life has been scarce. Only a few birds, a small pack of 
wild dogs thar paced alongside your party for an after- 
noon, and a family of antelope have broken the 
monotony of the gently rolling hills. 

Yesterday it all began to change. First came the cold 
weather. The gentle southern wind slowly shifted to 
come from the north, and with it appeared wisps of 
clouds. During the day, the hills grew more rocky and 
angular, The road continued on, and the clouds held 


off for that day. The following morning, the clouds 
began to build up, turn darker, and slowly roll across 
the sky, A light mist began to fall and fog began to 
form in the low places. 

It is early evening when you reach a bridge spanning 
a nearly dried riverbed and are thinking of stopping 
for the night to make camp near the water, when you 
hear the sounds of battle in the far distance. A haunt- 
ing melody lilts over the twilight air from the same 
direction. 


The sounds are the result of the grimlock sorcerer's 
ghost sound spell (see below). The music fades quickly and 
the sounds of battle continue for 3 rounds. 

Creatures (EL 6): You can roleplay the fir 
before the grimlock encounter, if desired. A pair of ow 
bears has plagued the area, and both could attack-while 


the PCs ‘sleep. 
2 Owlbears (2): hp 45, 51; Monster Manual 148 


DWARVES IN TROUBLE (EL 6) 

The fiye grimlocks that survived the slaughter of the 
ettin-ywight returned to the road that brought them here. 
n but are afraid to attack 


They wanr-to save their sovere 


the beast themselves. Their ad-hoc leader is a 3rd-level 
rogue named Gukinau. His companion, Ghotee, is a 4th- 
level sorcerer with a tiny bat familiar that the grimlock 
uses to “see” the area outside her sphere of blindsight. The 
other three are normal representatives of their species. 

Creatures: The bat familiar has been flying back and 
forth between the cave and the road, allowing the 
escaped grimlocks to notice the PCs. They quickly con- 
cocted a plan where Gukinau, in full disguise, and 
Ghotee, under the effect of a change self spell, approach 
the party and beg for help. Both grimlocks have misdirec- 
tion cast on them (with a nearby boulder as the target for 
the spell). The grimlocks give the PCs a few moments to 
ponder the sounds of battle before stepping from cover 
with arms raised in a posture of peace. 


 Gukinau, Male Grimlock Rog3: CR 4; Medium- 


size Monstrous Humanoid (4 1/2 ft. tall); HD 2d8+2 plus 
3d6+3; hp 28; Init +5; Spd 30 ft.; AC 18, touch 14, flat- 
footed 18; BAB +3; Grap +5; Atk +6 melee (1d8+3/crit x3, 
+1 battleaxe) or +6 ranged (1d8/crit 19-20, light cross- 
bow); SA sneak attack +2d6; SQ evasion, uncanny dodge 
(Dex bonus to AC), blindsight 40 ft., immunities (gaze 
attacks, visual effects, illusions, other attack forms that 
rely on sight), scent; AL NE; SV Fort +2, Ref +9, Will +3; 
Str 15, Dex 16, Con 13, Int 10, Wis 8, Cha 12. 


Skills: Bluff +9, Climb +7, Disguise +9, Hide +8*, Intimi- 
date +4, Listen +6, Move Silently +6, Search +5, Spot +3, Use 
Magic Device +7. Feats: Alertness, Improved Initiative 
| bonus to Hide checks 


*Grimlocks receive a +10 r 
in mountains or underground. 

Languages: Common, Dwarven, Grimlock. 

Possessions: +1 battleaxe, leather armor, buckler, light 
crossbow with 20 bolts, dagger, wand of obscuring mist (12 
charges), sack with 12 silver ingots (200 gp). 

 Ghotee, Female Grimlock Sor4: CR 5; Medium- 
size Monstrous Humanoid (5 ft. tall); HD 2d8+2 plus 
4d4+4; hp 27; Init +5; Spd 30 ft.; AC 15, touch 11, flat- 
footed 14; BAB +3; Grap +3; Atk +3 melee (1d6, club); SA 
spells; SQ blindsight 40 ft., immunities (gaze attacks, 
visual effects, illusions, other attack forms that rely on 
sight), scent; AL NE; SV Fort +3, Ref +5, Will +6; Str 10, 
Dex 13, Con 12, Int 10, Wis 8, Cha 16. 

Skills: Climb +7, Concentration +5, Hide +6*, Listen +6, 
Search +5, Spellcraft +3, Spot +3. Feats: Alertness, 
Improved Initiative. 

*Grimlocks receive a +10 racial bonus to Hide checks 
in mountains or underground. 

Spells Known (6/7/4; base save DC = 13 + spell level) 
0—daze, detect magic, ghost sound, mage hand, read magic, 
resistance; 1st—change self, magic missile, ventriloquism; 
2nd—amisdirection 

Note: Ghotee has already cast the following spells 
today: ghost sound and misdirection (twice). This leaves him 
with five 1st-level, seven 2nd-level, and two 3rd-level 
spells left to cast for the day. 

Possessions: Stone club, scroll of rope trick, scroll of 
invisibility, pouch with 35 gp. 

2 Uskee, Bat Familiar: CR —; Diminutive Magical 
Beast; HD 6d8 (effective); hp 13; Init +2; Spd 5 ft., fly 40 
ft. (good); AC 18, touch 16, flat-footed 16; Atk —; SQ 
blindsight 120 ft., familiar (see the Player's Handbook page 
51); SV Fort +2, Ref +4, Will +2; Str 1, Dex 15, Con 10, Int 
2, Wis 14, Cha 4. 

Skills: Listen +9", Move Silently +6, Spot +9" 

*Bats receive a +4 racial bonus to Spot and Listen 
checks. These bonuses are lost if blindsight is negated 

 Grimlocks (3): hp 13, 11, 10; Monster Manual 114 

Tactics: Gukinau's disguise (as the old dwarf) is mostly 
to cover his ears and mouth, stoop a little, and act blind 
His pale skin color adds to the ruse of being a mountain 
dwarf. Ghotee’s change self is a flawless recreation of a 
mountain dwarf, as the grimlocks have encountered 
them many times before 

Gukinau blames his poor eyesight for the lack of 
details about the ambushers (race, number of foes, and so 
on), but tries to answer any questions he can. Ghotee's 
answers to questions are brief and simple, spoken as if 
she had the intelligence of a child. Players should have 
no reason to disbelieve the authenticity of these two. The 


distance, the light fog, and the dim light of evening 
should also add to the ruse (adding a —2 circumstance 
penalty to any of the PCs' Spot checks). 

If the PCs accept the plea for rescue, Ghotee reveals a 
bag of silver ingots (200 gp worth) as payment for the 
PCs. Gukinau promises that they have only touched the 
bag and nor the silver, which they pour out on the 
ground if the PCs accept the “dwarves” plea. Ifthe PCs do 
accept, all of the grimlocks wait 10 minutes after the PCs 
leave before following the characters’ to the cave 
entrance. The “monks" refuse help or guards, gesturing 
toward a hollow near the road and telling the characters 
they'll wait there (another lie requiring an opposed Bluff 
check by Gukinau). 

Contradictory information obtained via Divination 
spells cast other than discern lie or detect evil (which are 
foiled by Ghotee's misdirection spell) can be explained 
away as Ghotee's vanity at trying to cover her disease. 
Gukinau reprimands her and Ghotee scurries off into the 
bushes at the side of the road in a gesture of shame. The 
other grimlocks remain hidden in the riverbed or on the 
opposite bank. Piercing the grimlocks’ subterfuge in any 
way (such as via true seeing, a Sense Motive check, or a par- 
ticularly perceptive Spot check versus Gukinau's Disguise 
check) forces the creatures into their backup plan. 

Development: Should the grimlock's duplicity be dis- 
covered, Ghotee casts ray of enfeeblement on the person 
with the largest melee weapon on the first round. The 
next round, she casts her second ray at a random PC, and 
then she closes for melee. Gukinau attempts to activate 
the wand he carries with a Use Magic Device check (DC 
20) to effectively “blind” the PCs before throwing himself 
into melee with the character to whom he was talking, 
maneuvering to flank once Ghotee becomes engaged 

Iwo of the other grimlocks begin throwing rocks 
wildly into the area of the battle the first 2 rounds, then 


close for melee. A final grimlock has been instructed to 
wait for the outcome of the fight: If the grimlocks lose, 
he is to run openly (no Spot check required) toward the 
cave where the others are trapped, drawing the PCs’ 
attention. All of the grimlocks are prepared to die to free 
the one in the trapped noble. 


THE CAVE OF THE ETTIN 


The ettin’s cave lies roughly 500 feet from the area where 
the PCs encounter the grimlocks. The cave is easy to find; 
and four grimlock corpses lie scattered just within the 
entrance. The grimlock from the last encounter hides 
nearby if things did not go the way his leaders planned. 


1. CAVE MOUTH 
Once the PCs enter the cave, assuming they have a light 
source, read the following: 


This area was the living quarters of the ettin before its 
undeath. A nest area consisting of flea-infested animal 
skins contain no treasure. 


2. INTERSECTION (EL 7) 

The three tunnels from the living quarters all join at this 
area. The grimlocks have crawled down in a narrow crack 
that the ettin once used for its waste disposal. The wight 
has decided to lay in wait for its cornered prey. It has 


SCALING THE ADVENTURE 

“Blind Man's Bluff” is designed for four 6th-level PCs, but 
it can be adapted for parties of different sizes or levels. 
Consider altering the adventure as follows: 

2nd- to 3rd-level PCs: Run the adventure as written, but 
with the following changes 

+ Drop the owlbear encounter. 

+ Make the ettin-wight a pair of ghouls, or if you have 
access to Dracon #300 and the wight template, a pair of 
troglodyte wights. 

+ Drop the normal grimlocks, but keep the two “monks.” 
Make sure that Ghotee and Gukinau don't arrive once the 
noble grimlock is freed until the third or fourth round of any 
ensuing combat. 

4th- to Sth-level PCs: The adventure as written almost 
works for characters of this level, requiring just minor 
changes. 
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+ At most, allow one owlbear. 

+ Drop the wight’s belt. 

+ Reduce the number of normal grimlocks outside the 
cave to two. 

7th- to 8th-level PCs: Run the adventure mostly as writ- 
ten, but challenge the PCs with the following changes: 

+ Make the owlbears a trio of displacer beasts. 

+ Add 1-2 levels each to Ghotee and Gukinau. 

+ Add another 1 or 2 wights made from grimlock victims 
that lurk in the cave with the ettin. 

+ The final encounter should involve 10-12 grimlocks, 
and several of them could have levels in barbarian, rogue, 
or sorcerer. 

Remember that changing the Encounter Levels should 
raise or lower the amount of treasure. Consult page 170 in 
the Dunceon Master's Guide (Tables 7-2, 7-3, and 7-4) to 
determine treasure appropriate to the new encounters. 


chosen to set up an ambush in a hollow place above the 
tunnels where it once stored its treasure and should notice 
any light source the PCs carry. If the party travels stealth- 
ily, the wight can make Listen and Spot checks opposed by 
the PCs’ lowest Move Silently or Hide checks to detect 
them. The ettin is likewise hiding on a ledge in the shad- 
ows near the ceiling of the cave, and the PCs can make 
Spot checks to detect it or risk being caught flat-footed. 


Creature: The ettin-wight wont back down. It might 
catch the PCs flat-footed with its first surprise attack 
(PCs’ Spot versus wight's Hide) from 15 feet above. 

@ Ettin Wight: CR 7; Large Undead; HD 10d12; hp 
70; Init +4; Spd 30 ft.; AC 22, touch 9, flat-footed 22; BAB 


Ettin’s Cave Detail (1 square=5 ft.) 


47; Grap +18; Atk +12/+7 melee (1d10+7, greatclub) and 
+12 melee (1d6+7 plus energy drain, slam); SA create 
spawn, energy drain, superior two-weapon fighting; SQ 
darkvision 90 ft., undead traits; AL CE; SV Fort +7, Ref +3, 
Will +4; Str 25, Dex 10, Con —, Int 6, Wis 12, Cha 1s. 

Skills: Hide +6, Listen +9, Spot +9. Feats: Alertness, 
Improved Initiative, Power Attack. 

Create Spawn (Su): Any corporeal creature other than 
a construct, ooze, or undead slain by a wight's energy 
drain becomes a wight within 1d4 rounds. Spawn are 
under the command of the wight that created them and 
remain enslaved until its death. They gain the wight tem- 
plate as detailed in Dracon issue #300 (or just use wights 
as described on page 183 in the Monster Manual). 

Energy Drain (Su): Living creatures hit by the wighr's 
level-draining natural attack (in this case, the ettin 
wight's slam attack) receive 1 negative level. A Fortitude 
save (DC 17) avoids the permanent level loss. See the 
DuNGEON Master's Guide page 75 for the specific details of 
energy drain. 

See the Monster Manual page 89 for the ettin's special 
attacks and qualities, and page 6 for a description of 
undead qualities. 


Possessions; The ettin wears worthless, flea-ridden goat 
furs and a stained, normal-looking belt that is actually a 
belt of ogre power +2 (as the gauntlets, but worn in the belt 
chakra), It also carries a sack holding 250 gp and a tar- 
nished bronze disc that functions as an amulet of natural 
armor +1 if attached to a chain or other necklace and 
worn around the neck. 

The bones on the floor are the remains of other vic- 
tims. The crevice is less than 2 feet wide and nearly 20 
feet deep. The smallness of the cave and the size of the 
wight should make flanking attacks difficult. 

Tactics: The wight attacks any lightbearer in the party 
first, focusing on one foe before turning to the rest of the 
PCs. If turned, it takes a round of undefended attacks and 
tries to flee out of the cave, returning only after nightfall. 


3. HIDDEN NICHE 

A rough cube-shaped niche, 10 feet on a side, is situated 
15 feet up from the floor. A Spot check (DC 15) or inves- 
tigation of the ettin’s hiding place reveals its presence. To 
teach it, a successful Climb check (DC 15) is required. 
This small, unadorned area is where the undead creature 
stores its treasure. 

Treasure: All told, 2,580 cp lie strewn throughout this 
niche. A casual Search (DC 15) also turns up a locked, iron 
box jammed in a crevice in the ceiling (no key, Open Lock, 
DC 18) that holds eight bars of jade (50 gp each). A more 
thorough Search (DC 20) or detect magic reveals a +1 shorts- 
pear shoved even farther back into this crack in the ceiling, 


THE END? (EL VARIES) 

Whether the undead creature flees or falls, the PCs might 
feel safe to breathe a sigh of relief, but the time to rest is 
taken from them. 

Creatures (EL 2, 3, or 8): Soon after the ettin is van- 
quished, the PCs hear the sounds of the two grimlocks 
trapped below climbing out of the crevice (it takes them 
1 round to do so). Any grimlocks that survived the first 
encounter enter from the outside as well. The EL of this 
encounter is 2 if just the crevice-bound grimlocks sur- 
vive, 3 if they and the one that lured the PCs to the cave 
survived, and 8 if all the grimlocks remain alive. 

@ Trapped Grimlocks (2): hp 15, 11; Monster 
Manual 114. 

Refer to “Dwarves in Trouble” for the statistics of the 
other grimlocks. 

Tactics: The PCs find themselves surrounded by up to 
seven grimlocks. Humiliated by his defeat at the hands of 
the ettin-wight, the noble clambers from the crevice, and 
if he sees support from outside, orders all the remaining 
grimlocks to attack. If half their number are defeated, the 
noble attempts to flee, as do the other grimlocks once 
they see their leader taking to his heels. 


If only the two crevice-bound grimlocks live, the 
noble pleads for the PCs to show mercy and allow him to 
return to his home in the Underdark. Should the PCs 
threaten this grimlock or show undue reluctance, he 
promises to send them a reward of 1,000 gp once he 
makes it safely home. The noble is true to his word, and if 
the PCs do allow he and his underlings to leave in peace, 
within a month, a courier bearing 100 pp tracks them 
down to deliver the promised sum and a short note of 
thanks. If the PCs attack him, he tries to flee. 

Ifa battle breaks out and Ghotee is still alive, she casts 
mirror tmage on the noble as her first action. If they 
escape, Ghotee casts rope trick within a mile of the cavern 
mouth, and the surviving grimlocks try to rest in the 
extradimensional space until nightfall before beginning 
their quest to find a path to the Underdark. 


The PCs leave many loose ends after completing the 
adventure. A cult of illithids still reigns somewhere nearby. 
Can the grimlocks find their way back underground? Can 
the PCs track them? The wraiths (or wights, or perhaps 
some vile necromancer) that created the ettin-wight have 
vanished somewhere, and more bizarre undead creatures 
might begin appearing across the countryside. These 
hooks could send the PCs in any number of directions. 
This same road might even pass by the barbarian, Rough- 
ner, from the adventure “Rage” in DUNGEON #89. Q 
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CRITICAL THREATS 


Xollox, known to the Urnstmen as the Sagacious One, hatched 
long ago in the area now claimed by the Horned Society. The 
Hierarchs altered the few beholders they caught in the region in 
an effort to “improve” them through training and indoctrination. 


Xollox was their only success. They taught him two things 


believed to be utterly lacking in his species: obedience and fear. 

He eventually turned on his masters when they sought to 
transform him into an undead horror (disproving the obedience 
theory). He managed to escape and settled in Radigast City in 
the County of Urnst. There he became a dealer in secrets, leav 
ing his former life behind. Now he wishes to enjoy the remain 
ing years fate has allotted to him, free from undeath or durance 
vile, and fully able to pursue the new goals he has set himself. 


ollox can obtain information on almost any topic, given 


sufficient time. While he has little use for money or valuables, 
he covets new magic. But he typically accepts only two forms of 
currency: food (preferring delicacies such as purple worm 
hearts) and valuable information. Having lost the ability to 
charm minions, he has instead developed a large and loyal cadre 
of informants who keep him apprised of all interesting happen: 


ings in the region 


APPEARANCE 

Xollox’s true form is horrid, betraying his age and decrepitude 
His vermilion hide once sported foot-long black horns and struck 
terror in all who gazed upon him. Time has broken and yellowed 
his spikes and his scarred form has acquired the sickly pallor of 
impending death. Curiously, a strange arcane interaction with his 
ving of x-ray vision changed the irises of his many eyes to an odd 
silver color He only retains eight of his ten eyestalks; he wears a 


magical ring on each of the two withered stumps 
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Xollox, Beholder Rog6: CR 19; Large Aberration; HD 11d8+33 plus 
6d6+18; hp 112; Init +8; Spd 5 ft., fly 20 ft. (good); AC 24, touch 13, 
flat-footed 20; Atk +15 (ranged touch), or +7 melee (2d4+1, bite); 
SA eye rays {less charm person and charm monster), sneak attack 
43d6; SQ all-around vision, antimagic cone, fly, evasion, uncanny 
dodge (Dex bonus to AC, can’t be flanked); AL LE: SV Fort +8, Ref 
+12, Will +14; Str 12, Dex 19, Con 16, Int 18, Wis 17, Cha 16, 

Skills: Diplomacy +10, Gather Information +11, Hide +20, 
Intimidate +10, Knowledge (arcana) +11, Listen +24, Move Silently 
+13, Search +25, Spot +30, Use Magic Device +12. Feats: 
Alertness, Flyby Attack, Improved Initiative, Iron Will, Leadership, 
Point Blank Shot, Shot on the Run. 

Possessions: Amulet of proof against detection and location, ring of 
xray vision, ring of blinking, ioun stones (deep red, pale lavender—15 
spell levels remaining), potion of detect thoughts «2, potion of fire 
breath, 22,500 gp worth of furnishings, art, and portable valuables. 


TACTICS 

Few people outside his loyal followers and former comrades in 

the Horned Society have ever laid eyes on Xollox and survived. 

All who exchange information with him see only a shrouded 
ya 


humanoid figure perched atop a pile of pillows. This is merel 
dummy that Xollox manipulates with his telekinetic eye ray. He 
rests beneath the heaped pillows, using his magic items to evalu 
ate his visitors, Though evil, he honors his agreements and few of 
his clients have reason to harm him, 

If threatened or attacked, Xollox simply unleashes a fusillade 
of deadly rays at the offending party. If his antagonists are numer- 
ous and powerful, he retreats down a vertical shaft beneath the 
. Being nearly 


pile of pillows to a warren of underground pass: 


undetectable and able to see (and cut) through rock, he hides and 
strikes at will, preferring to sneak attack victims with his damag- 
o defy counterattacks, 


ing eye rays, all while blin' 


DEVELOPMENT 


PCs might interact with Xollox or his informants in their 


els through the County of Urnst. The Sagacious One's reputa- 
tion for knowing the unknown and his strange appetites make 
him a frequent topic of speculation in shady circles 

Xollox could assume that the PCs are Horned Society agents 
sent to locate and capture him, causing him to strike first. He 
might become obsessed with the party after their return from a 
foray into the Rift Canyon and rumors emerge that an artifact 
resides therein that can restore youth and vigor to the aged and 
either 


infirm. Players might notice his minions trailing them: 


confirming information given the beholder in trade or gather- 
ing information on them for their enemies. Xollox might even 
hire them (through an intermediary) to strike at nearby 
enclaves of Horned Society infiltrators 

Alternatively, if they decide to remain in the area near the 
County of Urnst and Radigast City, they might even develop a 


mutually beneficial relationship with the renegade beholder. Q 


“Heart of the Iron God! is a D&D adventure designed for 
four 13th-level characters, Those who survive should 
advance roughly 75% of the way to 14th level. A wizard 
capable of transportation magic would be particularly 
tisefalyas would a stealthy. character such asa togue. A char- 
acter with the Knowledge (architecture & engineering) 
skill will find many opportunities to gain unique knowl- 
edge and information. This adventure uses the GREYHAWK 
gods Heironeous and Erythnul, but any similar deities 
from your campaign could be substituted. The adventure 
can take place within any setting near a major coast. 


Thousands of years ago, the god Heironeous aided his fol- 


lowers in the construction of a massive iron guardian 
known as the Colossus. This ‘construction was a titanic, ” 


185-foot-tall statue created to defend the land from evil 
and malice, The Colossus was built with a habitable inte- 
tior to allow followers of Heironeous to control basic 
mechanisms within the statue, while the soul of a selfless 
priest was bound within the structure itself to endow it 
with a living mind. The massive construct was an invin- 
cible force, and on numerous occasions defeated evil that 
threatened to dominate the Jand_ ‘ 

So powerful was this creation rhapevil had no chance 
within the area and was forced to move on to darker lands. 
Occasionally a need for it arose once more, but mostly it 
spent years on end in a huge cavern, guarded by members 
Ofthe church. The periods of time between uses of the 
construct lengthened, and eventually, evil uprisings sere 
Small enough that bringing out the Colossus wasn't worth 
the effort. Priests eventually stopped tending to the thing; 
and when an earthquake collapsed the entrances to the 
cavern complex, few remained who even knew of the 
constructs existence. Time passed, and memories of the 
titanic defénder passed into legend and myth, 
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Now, thousands of years later, the walls of the ancient 
cavern have been breached. The dark magician Xen- 
tarich, a man of cruel cunning and yast resources, was 
excavating earth from the region in order to create an 
underground fortress forhis troops. He found the Colos- 
sus completely empty, and the spirit locked within its 
frame confused and bewildered. Taking advantage of the 
situation, he forged’a pact with the church of Erythnul 
to allow the construct to be transported to a new, more 
convenient hiding place. The church also senta priest to 
aid Xentarich (and-warch the wizard’ activities), and a 
small battalion of warriors to act as a bodyguard. In 
exchange, the greedy Xentarich agreed to usé the Colos- 
sus as an agent of destruction on behalf of Erythnul and 
his church, hiring a crew of eager gnome engineers to 
pilot and crew'the construct. ; 

Of course, to realize his plans, Xentarich had to trick 
the good spirit within the mind of the Colossus, insisting 
that he was an agent of the good gods who had been sent 
to rescue the Colossus from its prison for use as a weapon 
against the evil and “heretical” lands of the present day, 
Once this was'accomplished; Xentarich used the Colos- 
sus to begin a campaign of mass devastation across the 
land, demanding huge ransoms from local barons and 
kings. These funds were then used to hire more crew and 
improve the inner workings of the Colossus: Once Xen- 
tarich’s own lands were subjugated, the wizard turned his 
attention to the rich and prosperous lands to the east. The 
Colossus was reinforced for underwater travel and 
crossed the sea by striding along thé ocean floor. It has 
now emerged in the PCs’ homeland and has already 
caused severe destruction upon nearby coastal villages. 
The construct’s giant voice demanded an impossible 
ransom as it began a path of destruction toward the near- 
est large coastal city. So far, no one has found a way to 
stop the device, and time runs short, 


pee ee NOP 


The PCs have just left a town of your choice when the 
massive Colossus appears from over the horizon and 
tramples its way into a small village, causing massive 
damage. Smart adventures notice it is on a direct path to 
a nearby coastal city. The PCs have one day to prevent the 
Colossus from reaching the city. Close inspection reveals 
several small entrances leading inside the construct. The 
PCs must penetrate the outer surface and enter the mon- 
strosity. Once within, they travel through the body of the 
Colossus while fighting off its crew and guards. Upon 
reaching Xentarich, they fight a deadly battle to halt his 
wicked plans. After this fight, they must convince the 
confused mind of the Colossus of their good intent and 
persuade it to stop the destruction. If they are successful, 
the Colossus begs to have its ancient life ended, pleading 
to the characters to destroy its heart. This frees the tor- 
tured spirit, yet the destruction causes a massive explo- 
sion within the construct, tearing its chest apart and 
sending it crashing to the earth. 


BEGINNING THE 


When the PCs first encounter the Colossus, read the fol- 
lowing: 


Itis a brightly lit morning as you make your way along 
arough dirt road. You take one last glimpse at the peace- 
ful cluster of buildings behind you and turn to begin 
your journey. Suddenly you hear faint noise, like a dis- 
tant clap of thunder. The noise occurs again, then 
begins repeating regularly. You spot several puddles of 
rainwater flicker as the ground shakes in time with the 
noise. The booming grows louder, and you turn to face 
the cause of the noise. A giant metallic face appears over 
the horizon, humanoid in shape but with glowing red 
eyes. The figure draws closer and you catch your 
breath—such a creature must be nearly 200 feet tall! 
The colossal giant appears comprised entirely of steel 
and you hear what must be an echoing laugh issuing 
from its iron jaw. The creature is heading directly for the 
village and you can already hear screams of terror from 
the nearby populace. Although its intent seems clear, 
can the being even be stopped? As the creature draws 
nearer, you spot armored figures running near the giant 
feet of the giant figure, attacking several villagers who 
have yerto flee. Then you see arrows arcing through the 
air and piercing villagers and livestock alike; they seem 
to originate from the creature's body. 


A bardic knowledge check (DC 30) reveals the general 
history of the Colossus, but not how it was lost. The char- 
acters must act quickly, for the village will be trampled to 


kindling in 40 minutes, They begin the encounter 600 
feet from the scene of carnage. 

If the characters approach the village, they notice that 
lossus is crushing 


small fires have started and the 
buildings beneath its heavy iron feet. Hundreds of 
people flee in all directions, many of whom are cut down 
by arrows zipping through the air from above. 

The PCs might be noticed depending on their stealth and 
location, If they charge in immediately, the chaos and con: 
fusion hide them fora few minutes. The villagers make litle 
difference in the battle and flee as fast as they can. Make a 
Spot check for the following groups (do not forget to sub- 
tract 1 for every 10 feet separating them from the PCs). 

* Storm Hammers: Make Spot checks with a —5 
penalty, as they are distracted 

* Darkblades and Nighthawks: The two archers in 
area 4 and the ballista crews in area 24 (90 feet up) might 
spot the PCs. If the Darkblades see the characters, they 
start firing at them through archery slits 

+ Gnome spotters: Two gnomes using a periscope 
viewer have orders to look for threats on the ground 
Their viewers are 100 feet up and they warn the rest of 
the crew if the PCs are spotted (this takes 2 rounds). 

Whether the characters are seen or not, after 3 rounds 
the hanger doors to area 13 open and four Nighthawks 
using gliders swoop around the Colossus for 4 rounds, 
attempting to spot and fire at anyone they see below 
(they start at an altitude of 120 feet, and descend 30 feet 
each round). After 4 rounds, they land and attack any sur- 
vivors from the ground. 

Should the PCs be discovered by anyone other than 
the Storm Hammers, the alarm spreads around the Colos- 
sus. The Storm Hammers simply charge and attack. 

If the PCs don't take steps to stop the artack, or they 
remain undetected, the village is decimated after 40 min- 
utes, and the Storm Hammers return to area rx. If the 
Colossus is not stopped, it reaches a nearby major city in 24 
hours and causes horrific damage before moving on. If the 
characters fled in terror in the initial encounter you might 
wish to have them hired by angry officials from the devas- 
tated city to try and find some weakness in the monstrosity, 
Otherwise, one week later a group of powerful wizards 
manages to enter and overcome the Colossus, although 
capes through the teleporters in area 16, 


Xentarich e: 


ALARM! ALARM! 

If the at any time the PCs are noticed trying to enter the 
Colossus, the crew attempts to sound the alarm at areas 
14, 19, or 27 (it might take a round or two to reach an 
alarm), If this happens, all forces in the body section of 
the Colossus reinforce the auxiliary control room (area 
14). Mercenaries in the hands and head section reinforce 
area 27 (including the shield guardian). After 10 minutes, 
these forces return to their positions on heightened alert 


for the next 12 hours (allow them to take 10 on all Spot 
and Listen checks). Xentarich casts an auditory alarm 
spell on the stairs leading to area 27. Finally, the magic 
lift disks are switched off. 

If the PCs manage to enter the Colossus and word 
doesn't reach the alerted forces they're stopped within 5 
minutes, Glymm assigns an available mercenary (prefer- 
ably one of the gnome engineers from area 5) to monitor 
the museum (see area 18) and release the captive crea- 
tures there if invaders enter that room. Xentarich orders 
the Colossus toward the ocean and protects the control 
room with a wall of force. After 1 hour the Colossus enters 
the ocean, flooding the body section. 

Note that noise does not carry easily between the 
floors or walls (+20 to the DC of any Listen checks). 

If the main control room is taken over and gnomes are 
still present in the body section, they switch control to 
the auxiliary control room and continue to move the 
Colossus. If the PCs take the control room and the crew 
and its defenders have taken roughly 50% casualties, the 
remaining crew (with the exception of Khrull and Torax) 
flee through the teleporter room (area 16). 


GETTING INSIDE 


The Colossus has eight levels, each containing small 
rooms and chambers populated by Xentarich’s hired mer- 
cenaries. Xentarich wishes to maintain the illusion of the 
Colossus as a giant living being, going so far as to use a 
magic item to project his voice from the mouth of the 
Colossus to issue threats and demands. Several entrances 
lead into the Colossus, each with different chances of 
being spotted. The DC to spot each entrance assumes the 
PCs are on the ground; give them a +4 circumstance 
bonus to Spot the entrances if they fly up to the level in 
which the entrance is built. Apply a -1 penalty for each 
10 feet separating the PCs from the Colossus. 


A, FOOT ENTRANCES 
Two small gateways blocked by portcullises are set into 
the front of the statue's feet. The portals are simple to 
Spot (DC 15) if the PCs ever view the Colossus from the 
front. Any attempts at opening the portcullis might be 
frustrated by the fact that the feet are rarely on the 
ground for more than 10 seconds. The best bet to enter 
through the feet is when the Colossus first reaches the 
edge of the village, where it stops for 2 minutes while the 
gliders and archers attack the fleeing townsfolk. Beyond 
each portcullis, invaders can easily see the small winch in 
area x. Each room is guarded by a small gnome. A charm 
or telekinesis spell could allow entrance here. 

© Portcullis: 2 in. thick; Hardness 10; hp 60; break 
(DC 25); Disable Device (DC 25). 


B. TRAPDOOR ENTRANCE 
Asmall iron trapdoor allows entrance between the legs of 
the Colossus, Spotting this portal is quite difficult (Spot, 
DC 28) and is impossible to open normally from the our- 
side save for a knock spell or with incredible strength. The 
trapdoor is meant to be used as an exit only, so there is no 
mechanism for opening it from the outside. The trapdoor 
leads to area 2. 

@ Iron Trapdoor: 1 in. thick; Hardness 10; hp 40; 
break (DC 28). 


C. REAR DOOR ENTRANCE 
A pair of concealed iron double doors allow access 
through the construct's back. These portals are especially 
difficult to locate (Spot, DC 24). Again, no exterior mech- 
anism has been built to allow entrance to the Colossus 
here. The doors need to be forced with a knock spell or 
brute strength. The double doors lead to area 13. 

® Rear Doors: 2 in. thick; Hardness 10; hp 60; break 
(DC 25), 


SCALING THE ADVENTURE 

“Heart of the Iron God" is designed to challenge four 13th- 

level PCs, but it can be modified for parties of different 

sizes or levels. Consider adapting the adventure as follows: 
9th- and 10th-level PCs: The adventure as written is sure 

to overwhelm PCs of these levels. The following changes 

would help: 

Reduce the number of enemy warriors by half. 
Conversely, reduce the levels of classed foes by two. Reduce 
all the officers’ levels by two. The remorhaz and chaos beast 
fight each other for 2 rounds before turning on the PCs 

Tith- and 12th-level PCs: Reduce the number of enemies 
by one-third, or drop 1 level from each classed foe. 

14th- and 15th-level PCs: Make the Storm Hamr, 1)” 


16- and 17th-level PCs: Double the number of enemy war- 
riors, or increase their levels by two (or both). Make the 
Storm Hammers half-fiends, and the Nighthawks half-drag- 
ons. Increase the level of all officers by four. Xentarich is a 
16th-level lich who commands an iron golem. Replace 
Torax with a 18-Hit-Dice gelugon (baatezu). Finally, consid- 
er making the remorhaz and chaos beast more advanced, 
and disguise them both with illusion magic (the chaos 
beast can't be polymorphed), and make it easier for them to 
be released, 

Remember that changing the Encounter Levels should 
raise or lower the amount of treasure in the adventure. 


D. CHIMNEY (EL 2) 
A tiny chimney located on the left shoulder of the Colos- 
sus is impossible to spot from the ground, but a character 
flying near the head can make a Spot check (DC 26) to 
notice it. A Small character can enter the shaft described 
in area 4, but only after first forcing the grate. 

Grate: 1 in. thick; Hardness 5; hp 30; break (DC 20). 

Trap: The entrance is lined with brown mold to deter 
spies or assassins. 

+" Brown Mold: CR 2; 3dé6 points of subdual cold 
damage to any creature within 5 feet. See the DuncEon 
Master's Guide page 117. 


E. MOUTH AND EYES 
Finally, an entrance was built in the mouth of the Colos- 
sus, which is extremely thick. The mouth is sometimes 
opened to issue commands or threats but it is currently 
closed. The glowing, red, crystal eyes of the Colossus are 
difficult to penetrate with weapons and serve as one-way 
windows allowing Xentarich to view the surrounding 
area. They have been enhanced with permanent true 
seeing spells that give anyone in the control room the 
benefits of that spell. Xentarich tries to dispel any flight 
magic on intruders should he become aware of them. 
Four arrow slits, one facing in each direction, give him 
line of effect and allow him to cast spells on targets out- 
side of the head. 

Mouth: 1 ft. thick; Hardness 10; hp 360; break (DC 28). 

Eyes: 1 ft. thick; Hardness 5; hp 120; break (DC 23). 


OTHER MEANS OF ENTRY 


Entering the Colossus via magic is also possible. Dimen- 
sion door allows access to the inside of the Colossus, but 
the interior is cramped and there is a 50% chance charac- 
ters using this spell appear inside a solid object. A disinte- 
grate or passwall spell would also allow entrance into the 
construct, but remember the construct’s saving throws 
and spell resistance. Teleport would be difficult, as it 
requires an idea of the visual layout, and it isn't possible to 
scry the inside of the Colossus. Arcane eye can't be used to 
scout out the inside of the construct (due to its Divina- 
tion immunity). A familiar or animal companion could 
scout a room and report back, but the teleport runs a high 
risk of misfiring. 

Dungeon Features: The Colossus is a unique location 
to explore because it's a vertical “dungeon,” rather than 
the more typical, mostly horizontal locations the PCs are 
used to traversing. All magical components of the Colos- 
sus (like the eyes) are powered by the heart stone within 
the chest of the Colossus and cease to work if separated. 

The following features can be found throughout the 
construct. 

Lighting: All areas within the Colossus are illumi- 
nated with enchanted ceiling tiles that glow and fade on 
command. They shed light as a torch. 

Exterior Walls: The “skin” of the Colossus is 6-foot- 
thick, magically reinforced iron. 

© Exterior Walls: 6 ft. thick; Hardness 10; 2,160 hp; 
Damage Reduction 25/+5. 

Interior Walls, Floors, and Ceilings: All walls 


THE COLOSSUS 
Colossal Construct 


AC: 29, touch 1, flat-footed 29 (-8 size, -3 Dex, +30 natural) 
Attacks: Stamp +47 melee 

Damage: Stamp 4d8+22 

Face/Reach: 20 ft. by 20 ft./10 ft. (see text) 

Special Qualities: Construct, damage reduction 25/+5, SR 
26, divination immunity 

Saves: Fort +20, Ref +17, Will +23 

Abilities: Str 40, Dex 5, Con —, Int 10*, Wis 16*, Cha 12*, 


*The Colossus has the Intelligence, Wisdom, and 
Charisma scores of the cleric who sacrificed himself to 
power the construct. 

The Colossus stands 185 feet tall from toe to head, con- 
structed of thick plates of iron. The creature is almost 
impossible to destroy but if the PCs make the attempt, refer 
to the statistics above. 

Although similar to a vehicle, the Colossus is treated as 
a creature here due to the presence of the clerical soul 


powering the device. The priest of Heironeous once had 
skills and feats of his own while still “alive,” but he cannot 
access those abilities now that he is bound to the construct. 
If the Colossus is not possessed by the soul of a cleric of 
Heironeous, it cannot function and is just a massive, inan- 
imate object. 


COMBAT 

The Colossus goes where its commander wills. Built as the 
ultimate siege weapon and troop carrier, it relies on its 
stamp attack to deal damage to buildings and structures, 
while the combatants it carries deal with more active foes. 
The Colossus dislikes attacking creatures it can't automati- 
cally tell are evil. It will attack creatures that target it with 
attacks, however. 

Construct: Immune to mind-influencing effects, poison, 
disease, and similar effects. Not subject to critical hits, sub- 
dual damage, ability damage, energy drain, or death from 
massive damage. 

Divination Immunity (Su): The Colossus has been magi- 
cally altered to prevent any Divination spells from penetrat- 
ing its metal skin. Any such spells that target a creature, 
object, or location within the Colossus automatically fail. 
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separating interior rooms are 1-foot-thick, magically 


enhanced iron. The rooms are consistently 13 feet high, 


separated from chambers on the next level by another 2 
feet of iron. This prevents most any noise from passing 
through the floor to the level below, or vice versa 

© Interior Walls: 1 ft. thick; Hardness 10; hp 360; 
break DC 30. 

W Interior Floors/Ceilings: 
hp 720; break DC 35 

Doors: All the doors within the Colossus are con- 


ft, thick; Hardness 10; 


structed of metal. 
Steel Doors: 2 in. thick; Hardness 10; hp 60; break 
DC 28. 


Controls: The Colossus is operated by controls 


within the head. These manipulate the basic functions 
of the Colossus (like walking, stomping, and mouth 
movement). Such commands do not require the action 
of the spirit housed within the construct; it simply 
responds to stimuli provided from the command center. 
Complex actions, such as sitting or picking up an 
object, require the pilot of the Colossus to make a 
request of the spirit. The spirit can refuse such a com- 
mand, if it felt inclined to do so, but the spirit currently 
inhabiting the construct is confused and has yet to 
refuse such a request. In the event that the cleric’s soul 
“grows a spine,” Xentarich has had his gnome engineers 


rework the controls to override an action the spirit 
refuses, This would undoubtedly cause the mind of the 
priest to grow extremely agitated 


COLOSSUS CHAMBERS 


Note that all descriptions assume the Colossus is facing 
south. 


1. FEET 


This curved chamber of burnished iron is lit from sun- 
light streaming through an arch set into the Colossus's 
foot. A heavy steel portcullis has been built into this 
arch, and a large wooden winch set into the wall 
nearby seems to lower and raise it. In the northern 
half of the chamber, a steel pillar rises into the ceiling; 
a doorway set into the pillar allows you to notice a 
glowing disc of energy set into the floor of what 
appears to be an ascending chute. A small steel lever is 
set beside the winch, A small gnome stands guard 
with his hands on the winch; he appears unarmed. 


Each foot contains an identical chamber, The winch 
controls the portcullis, and the lever activates the disc (a 
permanent Tenser's floating disc) that takes passengers up 
the leg of the Colossus. It takes 3 rounds to reach area 3. 
Each disc can carry a maximum of 500 pounds. 

Creatures: One gnome stands guard in each foot, If 
the PCs appear outside the portcullis, they shriek and 


flee from the room via the floating discs unless charmed 
or otherwise prevented from departing 
# Engineer, Female (1) and Male (1) Gnome Exp2: 


CR—; hp 11; See the Appendix for the gnomes’ complete 


statistics 

2. THE BOG ROOM 
This chamber is flanked by twin portals that access 
chambers within the Colossus. A more impressive pair 
of brass double doors are set into the south wall. A pair 
of large arrow slits in the north wall allow twin 
streams of sunlight to illuminate this chamber. A 


heavy circular trapdoor is set into.a stone dais in the 
center of the floor. 


Fifty pounds of downward pressure push the trapdoor 
open. This trapdoor is used both as a latrine and disposal 
area, giving this chamber the name of “the bog room.” 
Through the trapdoor is a 75-foot drop to the ground 
below. The ceiling above is an illusory ceiling leading to 
area 10. 


3. ENTRY CHAMBERS 


Eerie magical light fills this plain metal room, A 
simple iron door allows access to and from the cham- 
ber. A massive cylindrical pillar crafted of tarnished 
steel goes from the floor to the ceiling, and a doorway 
allows entrance into the chute within. A lever is set 
within this strange pillar; you also notice an identical 
lever in the corner of the chamber. 


The lever against the wall raises and lowers the Tenser’s 
floating discs described in area x and the lever inside the 
shaft stops the disc. Each shaft heads up (to area 17) and 
down (to area 1) 


4. BRIEFING ROOM CEL VARIES) 


This plush chamber is well furnished with a massive 
table of polished darkwood surrounded by an array of 
finely crafted seats. Wide arrow slits adorn multiple 
walls, negating the need for magical light. A narrow 
staircase of green stone allows access to the level 
above, and a pair of massive bronze doors leads to fur- 
ther rooms on this level. What appears to be a fireplace 
is set into the southwest corner of the room, and hor 
air wafts up from depths below. A large chart on the 
wall depicts the geography of a land unknown to you, 
with several large pins stuck into the map in a curved 
formation across the sea. 


This chamber is used as a room by Xentarich to brief 
the crew before a major attack. The fireplace is actu- 
ally the access hole to a small chute heated by a fur- 
nace 10 feet below, accessible by a small steel ladder 


The chute is thin and only a small character could 
Climb it (DC 26). Below this area is a hot furnace 
Entering it is potentially deadly (8dé points of fire 
damage per round). The chute heads up to similar 
heaters in areas 7, 15, and 19, and finally the chimney 
on the Colossus’s shoulder. 

Creatures (EL 9): Two Nighthawks wait here, armed 
with bows and peering out the arrow slits to the south. 
They attack if disturbed 

 Riskat and Boris (Nighthawks), Male Human 
Rog3/Ftr4 (2): hp 45 each; see the Appendix for the 
Nighthawks’ complete statistics. 

Tactics: The Nighthawks might hear the PCs 
approaching, in which case they hide and try to ambush 
the characters when they enter the room. The mercenar- 
ies fight with their bows as long as possible, focusing on 
the same target and trying to take one character down 
quickly, If one Nighthawk dies, the other tries to flee and 
sound the alarm. 

Treasure: A chart on the north wall shows a map of 
Xentarich’s homeland, and a planned course for the 
Colossus. This chart could be very valuable to explorers 
and is worth 600 gp to the right buyer. The pins represent 
the route of the Colossus, back to the hidden base 
described in area 16. 

Trap (EL 5): The staircase leading up is trapped. When 
exposed to at least 100 pounds of pressure, the seventh 
step triggers a collapse of the stairs into a smooth ramp of 


stone that sends those ascending sliding back down into 
the room. At the same time, a secret trapdoor opens at the 
base of the steps. Unless those PCs on the stairs make a 
successful Reflex save, they tumble backwards through 
the hole and into the furnace below (see above). A Spot 
check (DC 13) is required to see the ladder that allows an 
escape from the flames. 
7 Sliding Staircas 
avoids (DC 18); Search ( 
5. ENGINEERING (EL 3) 
This cramped chamber is forged of black iron. The 
chamber is densely packed with heavy machinery 
and gears that grind and pound against each other, 
producing a thunderous rhythm of mechanical noise. 
Steam pours from cooling vents, and through the 
clouded chamber you can see two heavy doors. You 
are deep within the Colossus, and this appears to be a 
vital section of the construction. Presently three 
gnomes wearing thick gloves and protective goggles 
jabber in a high-pitched tone over a shattered pipe. A 
heavy red mist pours from the wrecked conduit, anda 
high pitched klaxon can be heard in the background. 
A heavy iron hatch is set in the floor of this dark 
chamber. 


OR 5; 8dé6 fire damage; Reflex 
DC 20); Disable Device (DC 24). 


In addition to the two doors and the hatch, a secret door 
is hidden in the east wall (Search, DC 25). It is locked with 
a key carried by Xentarich (Open Lock, DC 25 

A character who examines the room and makes a suc- 
cessful Knowledge (architecture & engineering) check 
(DC 25) could cause enough damage to create a selected 
effect from the power failure chart (see below). A failed 
or unskilled attempt at sabotage creates a random power 
failure. A hatch in the floor allows access to a cramped 
labyrinth of gears and pipes under the floor that only a 
Small character can fit into comfortably. If a power fail- 
ure is triggered, this area must be entered and a success- 
ful Knowledge (architecture & engineering) skill check 
(DC 27) must be made to restore power. In the event of a 
power failure, Glymm and Khrull head to this room to 
repair the damage. 

Creatures: If the PCs stop the engineers in their task, 
they shriek in Gnome that they must be allowed to fix 
the damage. If they do not resume their labor within 2 
rounds, roll on the power failure chart below. This is a 
good opportunity for roleplaying (especially if they 
cannot understand the language and must communi- 
cate some other way). If the PCs aid the gnomes in their 
task the little engineers are extremely friendly and 
helpful. The gnomes can be easily persuaded (Diplo- 
macy or Intimidate, DC 20) to give vital details on the 
layout and area of the Colossus, and only rush to sound 
the alarm immediately if they feel the Colossus is 
threatened. Unless convinced otherwise, they reveal 
the PCs’ location as soon as they encounter another one 
of Xentarich’s mercenaries. They come by on regular 
patrols every hour; assume the last patrol came by just 
before the PCs arrived unless you want to add some 
pressure by sounding an alarm within the next few min- 
utes after the PCs leave the engineering bay. Persuading 
the gnomes not to reveal the characters’ presence 
requires a successful Diplomacy or Intimidate check 
(DC 25). They might even reveal the password to gain 
access to area 25 if the PCs are exceptionally convincing 
(Diplomacy or Intimidate, DC 30). 

If the PCs fail any one of these checks or physically 
threaten the engineers, one of the gnomes goes to warn 
Xentarich of their presence as soon as the characters 
leave. This takes 1 minute. Once the wizard is aware of 
the characters’ presence in the Colossus, he sounds the 
alarm (see “Alarm! Alarm!” for details). The gnomes won't 
actively aid the PCs at all unless they can prove that Xen- 
tarich is dead 

# Engineers, Female (1) and Male (2) Gnome Exp2 
(2): CR—; hp 14; see the Appendix for the engineers’ 
complete statistics 


Power Failure Chart (roll d%) 
1-23 Lower gear failure. The Colossus's legs no 
longer move 


43-62 


Power build up. Warning bells go of 
smoke fills the room. After 5 minutes, the 
entire level is swept by a massive explosion 
causing 10d6 points of fire damage to all on 
the level (Reflex Save DC 26 for half 
damage). The Colossus is still intact but is 
immobilized and requires three days and 
10,000 gp in materials to repair. 


Magical conduits Il magical 
effects (except the fields in area 18) fail 
This includes all lighting, the levitation 
discs, and the construct's eyes. 


6, FOOD STORAGE 


This chember appears to be a storage area. Large crates 
filled with food are stacked against the walls, with 
large barrels of water nearby. The room holds enough 
supplies to last for many weeks. You can hear a low 
rumbling noise from the east wall. No other exits lead 
from this chamber. 


The chamber holds little of interest, save extra provi- 
sions should the characters desire them 


7. KITCHENS 


You have entered the kitchens of this giant, mobile 
fortress. A pot of gruel slowly cooks over a fireplace. 
The room is currently deserted, and you spot an array 
of basic cooking implements lying on a table in the 
center of the room. The room smells of cooked meat 
and scented herbs, Two plain wooden doors lead from 
this room. 


The fireplace is heated by the furnace below area 4. The 
cooks are long gone, eaten by the bugbears several weeks 
ago. The gnomes act as the new cooks, but they are 
presently performing required maintenance in area 5 


8. STORAGE (EL 5) 

This narrow chamber is crammed with an array of 
boxes containing basic supplies and equipment. You 
spot piles of rope, poles, ladders, wheels, vials of oil, 
spare pipes, buckets, cogs, and large metal plates 


stacked in piles. The motion and noise from the 
engine room behind you makes the room vibrate 
slightly. You spot another door partially hidden by 
wooden crates. 


A Search check (DC 22) reveals a crumpled plan of the 
Colossus's engines left forgotten in the corner under a 
coil of rope. If examined, this allows a +2 circumstance 
bonus to any Knowledge (architecture & engineering) 
checks made within the Colossus. 

Trap: A vial has been placed precariously above the 
door to Khrull’s chamber (area 9). If the door is opened, 
the vial falls forwards and breaks apart. Every character 
within 5 feet of the door can make a Reflex save (DC 18) 
to leap out of the way of the cloud of stinking gas that 
quickly covers the area. Those who fail are covered in a 
stench so foul that anyone within 5 feet must make a For- 
titude save (DC 20) or be nauseated until the substance is 
washed away with water or for 12 hours. If the door is 
opened only slightly the trap is not triggered. An 
Alchemy check (DC 21) or Knowledge (nature) check 
(DC 19) reveals the method of removal. 

-/ Concentrated Skunk Gas Trap: CR 5; cloud of 
stinking gas nauseates until washed out; Reflex save 
(DC 18) avoids; Fortitude save (DC 20) negates nausea; 
Search (DC 22); Disable Device N/A (consists only of 
removing the vial) 


9. KHRULL’S ROOM 


You enter a small unpleasant chamber and spot a plain 
wooden bunk against the far wall, The noise from the 
engine room must make sleeping very difficult, and 
you see what appears to be a small shrine next to the 
bed. A cupboard, chest high to a human, is set into the 
curved wall ahead of you. The room appears empty. 


This small, noisy chamber is where Khrull sleeps. Xen- 
tarich has given him a particularly uncomfortable post- 
ing out of spite. The small shrine is to Khrull’s god, Ery- 
thnul, and the cabinet contains Khrull's spare clothes. 

Creature: Hiding in the bottom of the cabinet is 
Khrull's pet spider; if the door is opened it leaps out and 
attacks, probably with surprise, trying to bite the first 
person it sees. The spider can be killed easily after this 
initial attacl 

2 Medium-size Monstrous Spider: hp 11; Monster 
Manual 210. 

Treasure: A casket hidden under the bed (Search, DC 
15) contains 40 platinum pieces and a golden holy 
symbol of Erythnul (100 gp). The casket also contains 
Khrull’s journal (written in Orc), noting how displeased 
he is with the insufficient carnage Xentarich is causing. 


10. TREASURE CHAMBER (EL VARIES) 


This small, square chamber of black iron is completely 
empty save for a heavy iron chest with brass bands 
against the far wall. A glowing ball of energy hovers in 
the middle of the room, illuminating the area. 


This is Xentarich’s secret treasure chamber. Only he 
and Torax know of this room. 

Trap (EL 5): The center of the room is actually a pit, 
disguised by an illusory wall spell (caster level 14th) on 
the floor. Anyone stepping on the illusion falls into area 2 
below, hits the trapdoor with enough force to open it, 
and plummets out of the Colossus to the ground below— 
a 90-foot fall in all 

7 Mlusory Floor Trap: CR 5; 9d6 points of falling 
damage; Will save (DC 20) disbelieves; Search (29); Dis- 
able Device (29). 

Creature (EL 8): The energy ball is actually a will-o- 
wisp placed here as a guardian. The door is airtight to pre 
vent the creature from escaping, and the illusory floor 
(see below) has been further enhanced to prevent the 
creature from passing through 

@ Advanced Will-O'-Wisp: CR 6*; Small Aberation; 
HD 14d8; hp 70; Init +13; Spd fly 50 ft.; AC 29, touch 29, 
flat-footed 20; BAB +10; Grap +6; Atk +20 melee (2d8, 
shock); SQ spell immunity, natural invisibility, AL CE; 
SV Fort +6, Ref +13, Will +12; Str —, Dex 29, Con 10, Int 
15, Wis 16, Cha 12 

Skills: Bluff +13, Disguise +12, Listen +19, Search +16, 
Spot +20. Feats: Alertness, Blind-Fight, Dodge, Great For- 
titude, Improved Initiative, Mobility. 

See the Monster Manual, page 183, for a description of 
will-o'-wisp special qualities. 

Tactics: The wisp hovers over the trap and playfully 
dances around the room if the PCs don't seem inclined to 
enter the room, attempting to lure a character onto the 
illusion before attacking. It attacks immediately if the 
PCs detect the illusory nature of the floor. Attacking the 
wisp from range automatically breaks the bonds holding 
itin the chamber, allowing it to attack outside this room; 
it flees if reduced to 10 hp or less. 

Treasure: Inside the chest is a large sack containing 
10,000 sp, 4,500 gp, a silver chalice (200 gp), 3 gems (150 
gp each), a potion of love, a potion of speak with animals, and 
two arcane scrolls of fabricate. 

Ad-hoc Experience Award: This will-o!-wisp is 55% 
more powerful than an average representative of its 
species, so award 55% more experience if the PCs defeat it 


11. COMMON ROOM 
Before you is a large chamber containing small groups 
of tables and chairs. A number of abandoned meals lie 
scattered around the room. You spot a ladder braced 
against the wall leading to the level above, and a 


narrow set of steps leading below. Three doors allow 
access to the rest of this level. A target board on the 
southern wall has two daggers embedded in it. You can 
hear a low thunderous rumbling from the north wall. 


This area is empty until after the attack. One of the dag- 
gers is masterwork quality. The steps lead to area 4 below, 
and the ladder leads up to area 14. 


12. BARRACKS (EL 10) 

This darkened chamber is unlit but you can still make 
out a group of uncomfortable looking beds scattered 
throughout the room. Even here the sound of the 
engine can still be heard and must make sleeping dif- 
ficult. At the foot of each bed is a small wooden casket. 


Each small casket contains basic possessions and the 
spare clothes of each mercenary. The engineers sleep in 
area 5 now, out of fear of the Storm Hammers. 

Creatures: Unless the alarm is raised, two unarmed 
Darkblades sleep here. 

# Pwenkin and Yurit (Darkblades), Male Human 
Ftr8 (2): hp 55 each; see the Appendix for complete sta- 
tistics 

Tactics: The two Darkblades leap to their feat and grab 
their weapons if surprised in their beds. If they heard the 
PCs approach or the Colossus is on alarm, they're dressed 
and ready for battle. Both fight until slain. 

Treasure: The chests hold two potions of cure light 
wounds, a suit of masterwork half-plate, and 100 gp. 


13. HANGER BAY 


This curious chamber holds large wooden racks set 
against the east and west walls. Two doors are built into 
the south wall, and the north wall is composed entirely 
of two massive doors of iron, flush with the wall. A 
lever protrudes from the south wall, and you spot 
many weapons and pieces of armor hanging from the 
racks. Strange hang-glider contraptions hang from 
rails on the ceiling, composed of wood and a light 
papery material. 


The racks contain several weapons and suits of armor, 
including 40 masterwork arrows, 4 masterwork 
longswords, 2 masterwork rapiers, and 4 suits of banded 
armor. This chamber is used as a hanger for the 
Nighthawks to make aerial attacks with their hang gliders 
(hardness 5, hp 20, fly speed 60 ft.). The lever opens the 
large iron doors in the Colossus’s back to the air outside. 

Creatures: If the PCs arrive before the Nighthawks 
leave the hanger, they find a gnome from area 14 helping 
the rogues strap themselves into the gliders. If this is the 
case, the Nighthawks rip off their gliders (this takes 1 
round) and attack, while the gnome flees to area 14 and 


sounds the alarm. If the PCs reach this area after the 
Nighthawks have finished their hang-gliding runs (2 
minutes after the gliders first appear—see “The Village”), 
they are here seeing to their equipment, reattaching the 
gliders to the ceiling, talking, and keeping watch on the 
ground below, ready fly out again on a moment’ notice. 

¢ Loomis, Welsfin, Evert, and Portitia 
(Nighthawks), Female (x) and Male (3) Rog3/Ftr4: hp 
55 each; see the Appendix for the Nighthawks’ complete 
statistics. 


14. AUXILIARY CONTROL ROOM 
(EL VARIES) 


You appear to have entered some kind of control sta- 
tion. An array of buttons and multihued levers have 
been set into a wooden panel across the wall, and sev- 
eral plush seats are bolted to the floor at various loca- 
tions. A steel, periscopelike device hangs from the ceil- 
ing, and a cylindrical lift shaft occupies the center of the 
room. A hole in the floor allows access to a ladder lead- 
ing to the level below. The entire chamber is brightly lit 
by agolden glow that emanates from the ceiling. 


This chamber is a control station used to manipulate 
secondary functions of the Colossus. The ladder leads 
down to area xx. The cylindrical shaft contains a Tenser’s 
floating disc ready to head up to area 18 or 19, while the 
periscope hanging from the ceiling, allowing a person to 
view the area behind the Colossus. A Knowledge (archi- 
tecture & engineering) check (DC 22) gives a character 
some basic ideas as to what the controls do. Any area 
effect spells have a 50% chance of rendering 1d2 levers 
useless, 

The room has the following controls: 

* Asilver pull chain turns the alarm on. 

* A red lever shuts all external openings (arrow slits 
and so on), in preparation for ocean travel. 

A blue lever operates the lift. 

+A black switch switches control of the main move- 
ment of the Colossus to the auxiliary control station. 

* Several other plain levers control the basic movement 
of the Colossus, provided the black lever has been pulled 
down. Otherwise, they do nothing. 

+ A scarlet lever is actually a cunning trap (see below) 

Creatures (EL 12): Torax the minotaur guards this 
chamber, along with two gnomes, one of whom mans the 
periscope. 

2 Torax, Male Minotaur Bbn8: CR 12; Large Mon- 
strous Humanoid; HD 6d8+18 plus 8d12+24; hp 117; Init 
+1; Spd 20 ft.; AC 26, touch 11, flat-footed 25; BAB +14; 
Grap +24; Atk +21/+16/+11 (2d8+10 plus 1dé fire/crit x3, 
Huge +1 flaming warhammer) and +15 (1d8+3, gore); SA 
rage 3/day; SQ charge, natural cunning, scent, uncanny 
dodge (Dex bonus to AC, can't be flanked); AL LE; 


SV Fort +12, Ref +8, Will +8; Str 22, Dex 12, Con 16, Int 9, 
Wis 12, Cha 10. 

Skills: Climb +8*, Intimidate +8, Jump +8”, Listen +12, 
Search +8, Spot +9, Wilderness Lore +9. Feats: Cleave, Great 
Fortitude, Power Attack, Weapon Focus (warhammer). 

*Includes —6 armor check penalty. 

Possessions: +2 full plate, +1 Huge flaming warhammer, 
gauntlets of ogre power, ring of protection +1, potion of 
endurance, potion of cure serious wounds, Quaal’s feather 
token (anchor). 

Torax is fiercely loyal to Xentarich and maintains order 
among the troops. The crew, except Xentarich, view him 
with great fear and always treat him with respect. Torax 
usually watches over the gnomes in area 14. 

Engineer, Male Gnome Exp2 (2): CR—; hp 11; see 
the Appendix for the engineers’ complete statistics. 

Tactics: Torax attacks any intruders, and the gnomes 
either flee or cower in terror. Torax is a fearless combat- 
ant, using his Power Attack feat intelligently once he 
gauges the Armor Classes of his foes. He tries to back into 
a doorway to prevent being flanked and force enemies to 
come at him one at a time. If coaxed and approached 
peacefully after a skirmish, the gnomes might talk (see 
area 5 for details). 

Trap (EL 5): The scarlet lever appears to do nothing. It 
actually releases an invisible, odorless sleeping gas into 
the area. The characters need to make Fortitude saves 
(DC 20). Those who fail slump to the ground, asleep for 
3d6 rounds as a sleep spell without a Hit Dice limit. Those 

who succeed feel drowsy and realize what is happening. 
The lever also activates an alarm within the bridge (area 
25). A Search check (DC 25) reveals tiny, concealed air 
vents that allow the gas into the room. 

¥" Lever Trap: CR 5; Sleeping gas knocks uncon- 
scious for 3d6 rounds; Fortitude save (DC 20) avoids; 
Search (DC 29); Disable Device (DC 29). 


15. TORAX’S CHAMBER 


This comfortable chamber features a large pile of 
straw in the corner and a fireplacelike heater in the 
corner, A weapon rack is built into the wall but is cur- 
rently empty. A beaten wooden combat dummy rests 
in the corner; by the damage it has sustained the occu- 
pant of this room must be mighty indeed. Many coins 
lie in a loose pile near the heater. 


Treasure: Torax has left 500 gp worth of mixed coins 
scattered on the floor, He isn't concerned about security 
in the Colossus. 


16. TELEPORTER CHAMBER (EL 9) 


You enter a chamber of polished brass, empty except 
for three circular platforms of stone set into the floor. 
Each is painted with a different symbol: the left has 


the symbol of a foot, the middle shows a jewel, and the 
right has been painted with the symbol of a door. 


The platforms are magical teleportation circles used by 


the crew for emergency escapes. The left circle teleports 


anyone stepping on it to area x. The right circle teleports 
someone to the underground outpost where the Colos- 
sus was repaired and refitted. Several empty chambers 
and crude buildings occupy the massive area, as well as a 
colossal frame that was used to hold the Colossus. One of 
the buildings contains a hidden cache (Search, DC 20) 
containing three potions of cure serious wounds and a scroll 
of teleport without error. If Xentarich or Glymm are 


severely injured they flee to this location, heal up, and 


teleport back to the Colossus to fight again. The hidden 
outpost is in Xentarich’s homeland, roughly 1,000 miles 
away. It is surrounded by a network of empty caverns and 
tunnels leading to the outside world. 

Trap: The middle circle is a deadly trap despite its 
symbol. It teleports anyone stepping on it to the furnace 
described in area 4. A successful Will save (DC 20) 


egates the effect 


7 Teleportation Trap: CR 9; teleports character into 
furnace; Will save (DC 20) avoids; Search (DC 32), Dis 
able Device (DC 32 


17. LIFT CHAMBER 


An ornate archway in this chamber leads into a large 
cylindrical pillar of metal thar fills half the room. Pre- 
sumably, the shaft leads up and down into other levels 
of the Colossus. Inside the cylinder near the portal is a 
lever on the wall. Were it not for the glowing green 
barrier that fills the arch, you might be able to reach it. 
On the wall near you are two more levers, One appears 


to be in working order, while the other hangs loose 
from the wall. The occasional flicker of energy sparks 
from the hole in the wall behind it. Finally, a thin 
chain dangles from the ceiling near the two levers, It 
runs up through a roughly cut hole in the ceiling. 


The shaft leads down to areas 12 and x. The barrier is a 
wall of force (caster level 10th). The intact lever on the wall 
calls the Tenser’s floating disc. The chain rings a bell in the 
engineering room (area 5). The lever inside the cylinder 
controls the disc once it arrives and passengers have 
taken up positions within. Lastly, the broken lever raises 
or lowers the wall of force. Unfortunately, the lever is dam- 
aged and has yet to be repaired. Should a crewmember 
need to use this lift for some reason, he or she pulls the 
chain, This rings a bell in area 14, summoning a gnome 
who scampers to the room to deactivate the portal. Obvi- 
ously, an engineer called by the PCs refuses to allow PCs 
to enter the room and sounds the alarm if possible. PCs 
might be able to negotiate with such a gnome (see area § 
for details). A successful Knowledge (architecture & 
engineering) check (DC 20) reveals the purpose of this 


lever, and a successful Disable Device check (DC 29) is 


sufficient to lower the wall of force. 


18. MUSEUM CEL 13) 


This entire level appears to be composed of a single 
giant room that serves as some kind of display area. Sev- 
eral ancient antiques and fine tapestries adorn the walls, 
and multiple floating sculptures of scintillating light 
hover in the air. Your attention is diverted to four cylin- 
ders of glowing light placed through the chamber. Each 
cell appears to contain some kind of creature. The first 
holds a large, still reptilian beast lying motionless on 


the floor The second contains a beautiful elven maiden 
who is currently slumped against the wall of her cylin- 
der. The third holds a naked human male staring impas- 
sively at you. The last occupied cylinder contains a hor- 
rible seething mass of living tissue that seems to shift 
and pulsate as you watch, 


This chamber is accessed via the disc from area 14. A 
lever within the shaft allows the disc to stop or start 
moving again. This level is used as Xentarich’s display 
chamber, where creatures or items he has captured are 
placed for show. The sculptures are merely permanent 
illusions. 

The four creatures are held captive by cylinders made 
of walls of force. A control station with five levers controls 
the lift (one lever) while the others turn the cylinders on 
and off. The walls can be dispelled (caster level 10th). A 
gnome engineer stands by the control station if the PCs 
have been detected. Otherwise, the room is empty save 
for the inhabitants of the cylinders. 

* Cylinder 1 contains the body of a Deinonychus that 
died as a result of malnutrition. If the wall around it is 
dropped, the stench of a week old corpse fills the room. 

* Cylinder 2 contains a beautiful elven maiden named 
Aletha. She comes from a noble family that lives in a great 
forest a thousand miles to the west over the ocean. If she 
is returned home, the PCs are rewarded with 2,000 gp. 

¢ Aletha, Female Elf Ariz: CR 1; Medium-size 
Humanoid; HD 2d8-2; hp 10; Init +6; Spd 30 ft AC 12, 
touch 12, flat-footed 10; BAB +1; Grap +1; Atk +1 melee 
(1d2, unarmed strike); SQ elf qualities; AL NG; Fort—1, Ref 
+2, Will +4; Str 10, Dex 14, Con 8, Int 12, Wis 13, Cha 16. 

Skills: Bluff +6, Diplomacy +7, Handle Animal +5, 
Listen +5, Hide +4, Move Silently +4, Spot +5. Feats 
Improved Initiative. 

+ Creature (EL 12): 
and deadly chaos beast squashed into the confining 
cylinder. 

Ancient Chaos Beast: CR 7; Large Outsider; HD 
24d8+72; hp 185; Init +4; Spd 20 ft.; AC 16, touch 9, flat- 
footed 16; BAB +24; Grap +34; Atk +29 melee (1d4+6 and 
corporeal instability, 2 claws); SA corporeal instability; 
SQ immune to transformation, immune to critical hits; 
SR 15; AL CN; SV Fort +19, Ref +14, Will +14; Str 22, Dex 
11, Con 17, Int 10, Wis 10, Cha 10. 

Skills: Climb +30, Escape Artist +25, Hide +23, Jump 
+30, Listen +25, Move Silently +12, Spot +25, Tumble +25 
Feats: Cleave, Dodge, Great Fortitude, Improved Initia- 
tive, Mobility, Power Attack. 


cylinder 3 contains an ancient 


4 . 
See the Monster Manual page 34 for the chaos beast's 


special attacks and qualities. Note that the saving throw 


to resist the chaos beast's corporeal instability is DC 25 
(instead of DC 15) due to the creature's increased Hit 
Dice and Constitution. 


Ad-hoc XP Award: The PCs should earn 300% of the 
experience they would normally receive for defeating 
the advanced chaos beas' 

* Creature (EL 9): 
remorhaz Xentarich polymorphed into human shape. It 


cylinder 4 contains a starving 


gives no response until it is free. It then attacks, using its 
abilities to great effect. It is hungry and only half 
aware of its new form (see statistics below). 

Advanced Remorhaz (Polymorphed Into a 
Human): CR 8; Medium-size Magical Beast; HD 
16d10+96; hp 184; Init +0; Spd 30 ft.; AC 10; BAB +16; 
Grap +16; Atk +16 melee (1d2, bite); SA improved grab; 
SQ heat, tremorsense; AL N; SV Fort +12, Ref +10, Will 
+6; Str 10, Dex 10, Con 10, Int 5, Wis 12, Cha 10. 

Skills: Listen +10, Spot +9. Feats: Power Attack. 
S 
special attacks and qualities. Note that the Fortitude save 


specia 


e the Monster Manual page 155 for the remorhaz’s 


for magic weapons that touch the creature's body is still 
DC 18. In addition, the remorhaz’s grapple check is now 
+16, and while it might try to grapple, it doesn't try to 
swallow opponents whole 

Tactics: If the PCs have been detected, Glymm has 
stationed an available mercenary (probably a gnome 
engineer from area 5) here. His orders are to drop all 
four walls of force should any intruders enter the room. 
Once free, the chaos beast and the famished remorhaz 
each attack the nearest creature. This could be one of 
the PCs, each other, or Aletha, depending on how the 
PCs enter the room. The monsters shift their attacks to 
deal with the largest threat once combat begins. 

If the chaos beast is more than 20 feet away from a 
potential target at any time, it moves to the lift shaft and 
proceeds to climb up. The beast then rampages around 
the Colossus, attacking whatever it meets. You can opt 
to have the PCs meet it again at an inopportune time if 
they're having an easy time with later encounters, or 
you can use the beast to soften up later foes if the PCs 
are hard pressed. 

Treasure: The antiques were placed here by Xentarich 
A old tapestry depicting a war between the gods weighs 
15 pounds (500 gp). A valuable vase sits against the wall 
(200 gp). Various other art objects in the room are indi- 
vidually less valuable, but all told, some statuary, fine car- 
pets, and small porcelain figurines weigh a total of 80 
pounds (1,300 gp). 


19. ANTECHAMBER CEL 8) 


This well-lit chamber is constructed out of a pale 
blue metal. Glowing circles of radiant light have 
been set into the wall, revealing two short corridors 
leading from this area. You can see several doors and 
archways leading to other rooms beyond. A spiral 
staircase of polished crystal curves up to the next 
level, and you can make out a massive figure standing 


at the top. The familiar cylindrical lift shaft sits here, 
allowing access to the lower levels. 


This chamber has three identical steel doors leading 
from ir, and a circular lift shaft. A lever within the cylin- 
der raises or lowers the Tenser’'s floating disc up and down 
the shaft. The staircase leads to area 25. There is no door- 
way to area 23. Instead, a small, heart-shaped recession is 
set into the wall where a door should be. If the gemstone 
key from area 26 is pressed into the recession, the wall 
slides away. 

Creature: Xentarich’s shield guardian stands near the 
top of the staircase and has been instructed to attack 
anyone that does not use the password “Xentarich” before 
setting foot on the stairs. All the crew know this pass- 
word and reveal it under interrogation, but only if the 
PCs specifically ask how to bypass the creature and make 
asuccessful Diplomacy or Intimidate check (DC 30). Two 
archways lead into the arms of the Colossus (area 24). A 
large, taut rope has been strung along the arms, and 
hooks have been placed next to the archways to allow a 


person to quickly slide down the ropes to reach the 
hands. However a Climb check (DC 5) is required to 
climb back up the rope. 
Shield Guardian: hp 82; Monster Manual 163. 
Tactics: If attacked, the shield guardian has been 
instructed to retreat to area 25. The construct has a stone- 
skin spell available for casting. 


20. GLYMM’S CHAMBER 


This chamber is dimly illuminated by hundreds of 
small glowing stones set into the curved ceiling, 
reminding you somewhat of a night sky. A small bed is 
tucked away in the corner next to a gap in the wall that 
radiates heat. A small wooden chest sits next to the 
bed. A robe covered in glowing stars sits on a hook 
near the doorway. 


The small chest contains Glymm’s clothes. Glymm is 
quite the joker and has placed a cursed robe of powerlessness 
on the wall for any thieves to find. 

Treasure: A secret cache behind the fireplace (Search, 
DC 24) hides Glymmis spellbook, which is permanently 
invisible. Glymm uses a see invisibility spell each day to 
read his book. His book contains all his spells currently 
memorized, plus the following additional spells: 

Spellbook: 0—all (except ray of frost); 1st—change self, 
detect secret doors, feather fall, Nystul’s undetectable aura; 
2nd—arcane lock, blur, endurance, detect thoughts, scare; 
3rd—displacement, hold person, invisibility sphere, keen edge, 


protection from elements; 4th—confusion, dimension door, 


illusory wall, stoneskin, wall of ice; Sth—nightmare, teleport. 


21. BATH 


As you peer into the chamber, you feel a wave of warm 
air hit your face. Through the doorway, you make out 
what appears to be some kind of heated pool in the 
center of the room, filling the chamber with clouds of 
steam. The walls are adorned with smooth red tiles, 
and you spot a small closet in the far corner. You can 
also see several robes hanging from hooks on the 
nearby wall. 


The small cabinet contains towels and soap. This cham- 
ber is used as a washroom for the inhabitants of the 
Colossus. The water is heated by magical rods below the 
tub that lose their heating capability if removed. The 
chamber is currently empty. 

Treasure: A large amethyst (200 gp) is tucked into a 
pocket of one of the robes. 


22. THE BRIG (EL 11) 


This cold and featureless room is separated in half by a 
wall of iron bars. A large door allows access to the 
enclosed area, and a set of keys hangs on a hook nearby. 
The area is bare save for a plain wooden stool lying on 
the floor inside what is obviously some sort of cell. 


The door is locked but can be opened with the keys or 
picked (Open Locks, DC 30). The Darkblade normally on 
duty here now helps man one of the ballistas in the hands 
(area 24). The bars are magically enchanted with a ward 
that prevents any creature from passing between them. 
This is just as well due to the cell’s occupant 

Creatures; The crew recently captured four invisible 
stalkers sent by a rival wizard of Xentarich. The initial 
squad consisted of seven of the creatures, but three were 
slain in the bartle that ensued. 

Invisible Stalker (4): hp 52 each; Monster Manual 123. 

Tactics: If the characters decide to leave the room, the 
stool moves an inch, The stalkers hope to lure the charac- 
ters into opening the door. If the PCs do so, the creatures 
attack. Note if the PCs flee, the stalkers so not pursue 
them; instead, they resume their mission to track down 
and slay Xentarich. 


23. HEART CHAMBER 


This chamber is a perfect sphere. Hovering in the 
center of this room is a massive crystal glowing with a 
rhythmically pulsing red light. The walls are polished 
toa mirrorlike sheen and reflect the crystal’s lumines- 
cence, flooding the room with crimson light. 


The only way to enter this room is by magic or the 
gemstone key in area 26. The walls have been reinforced 
behind the silvery outer surface with 3 inches of adaman- 
tine to make attempts at penetration highly difficult 


(hardness 20, hp 120). The light is so bright it’s uncom- 
fortable to stay in the room for long. Any creature who 
stays in the chamber for more than 1 round without 
some sort of eye protection becomes dazed (no save). 

The heart cannot be removed. A detect magic spell 
reveals that it is the source of a very strong magical aura. 
The heart has a hardness of 10 and 100 hit points. It is 
affected by spells normally. Once reduced to 0 hit points, 
an intense white crackling energy field begins to build 
up in the shattered crystal. After 5 rounds the heart 
explodes completely, destroying the level and ripping the 
head of the Colossus from its shoulders. This also 
destroys the spirit of the Colossus. The explosion causes a 
complete power failure and the Colossus crashes to the 
ground, causing a small earthquake and crushing any- 
thing beneath it. Although intact, the Colossus is terribly 
damaged and never functions again. Attacking the heart 
triggers an alarm in the bridge (area 25) and the brain 
(area 27). Reinforcements, if available, arrive from both 
locations in 3 rounds if this alarm sounds 

Anyone on the level when the heart explodes takes 20d6 
points of damage (Reflex, DC 30 for half). In addition, 
characters surviving this blast take another 10d6 points of 
damage when the Colossus falls on the round following. 


24. HANDS (EL 10 EACH) 


A taut rope runs down a tunnel through the Colossus's 
arm. As you pass down, you see gears and crafted pipes 
built into the wall beside you. Eventually, you reach a 
chamber within the fist of the mighty titan. There you 
spot a heavy ballista firmly attached to the wall that 
points toward one of three gaps between the Colos- 
sus’s fingers. A seat with leather straps allows a person 
to be seated at the ballista without fear of falling while 
the creature moves, and rope rigging covers every 
other surface in the room. Through the gap, you can 
see glimpses of sky and land. 


From this height, the massive weapon is too inaccurate 
to fire at individuals on the ground. These weapons are 
generally used to fire into a mass of targets or at buildings 
The ballista can rotate and fire through one of three gaps. 

Creatures: Two Darkblades are stationed in each hand. 
If the PCs have concealed their presence so far, the Dark- 
blades are strapped into the weapon. Otherwise, they are 
tied to some of the rigging in the walls but watch both the 
exterior windows and the passage into the hand carefully. 
It takes someone 1 round to extract herself from the bal- 
lista. A character strapped in is considered grappled. 

¢ Tasha and Manithare (Darkblades), Female and 
Male Human Ftr8 (2): hp 55 each; see the Appendix for 
complete statistics. 

 Gared and Ioka (Darkblades), Male Human Ftr8 
(2): hp 55 each; see the Appendix for complete statistics. 


Tactics: Tasha and Manithare man the left hand, while 
Gared and Joka lurk in the right. Both pairs try to flank 
low-AC foes and take them out with Power Attack. As 
soon as the PCs arrive (in either hand) that pair begins 
shouting for their companions in the other limb. The two 
absent Darkblades can make Listen checks (DC 15) to 
hear; if they do, it takes them 3 rounds to arrive. 


25. BRIDGE (EL 12) 


This large hemispherical room is set into the lower 
half of the Colossus’s head, Banks of controls appear to 
allow manipulation and control of the Colossus, and 
you spot a periscopelike viewing device hanging from 
the ceiling. Several chairs surround one particularly 
luxurious thronelike seat in the center. Curved stair- 
cases line the edge of the chamber, going up and down 
to different levels. To the south is a wall of transparent 
crystal, and beyond that you see a small featureless 
chamber of crimson steel. 


The staircase heads down to area 19 and up into area 
27. A Knowledge (architecture & engineering) skill 
check (DC 25) is required to understand the functions of 
the levers and buttons, which override any controls acti- 
vated in a particular room. Area effect spells have a 50% 
chance of rendering 1d2 controls useless, The plane of 
crystal is difficult to break (hardness 20, hit points 120) 
and separate this chamber from the mouth. The 
periscope allows the gnomes to view the battlefield in 
front of the Colossus when the mouth is closed. The con- 
trols perform as follows: 

*Gold lever: Opens/shuts the mouth. 

+ Large black button: Raises/lowers screen. 

* Yellow lever; deactivates/reactivates the levitation disks. 

* Pale blue lever: deactivates/reactivates the force barti- 
ers in area 18. 

Several plain levers control the basic limb movement 
of the Colossus. Several gauges show the engine and 
power status of the Colossus. 

Creatures: Glymm sits in the captain's chair (the 
thronelike chair in the middle of the room), giving 
instructions to three gnome engineers. He is here even 
in the event that the crew is aware of the PCs’ presence. 
Glymm values his position as captain, and views any 
intrusion as a threat, Khrull stands nearby, sulking con- 
stantly over the gnome’ superior position of command 
(but recognizing that he doesn't have the knowledge nec- 
essary to pilot the construct). Unless the PCs have 
incredible stealth, it is likely a large battle unfolds here, 
although the other gnomes flee from any combat. 

2 Glymm Tanakin, Male Gnome Exp1/Ill10: CR 
10; Small Humanoid; HD 1d6+2 plus 10d4+20; hp 60; Init 
+2; Spd 20 ft.; AC 19, touch 14, flat-footed 17; BAB +5; 
Grap +1; Atk +7 melee (1d6/crit 19-20, masterwork 


dagger), or +7 ranged (damage varies, ranged touch); SA 
spells; SQ gnome traits; AL CN; SV Fort +7, Ref +7, Will 
+10; Str 11, Dex 14, Con 14, Int 23, Wis 12, Cha 13. 

Skills: Alchemy +20, Appraise +10, Bluff +5, Concentra- 
tion +45, Craft (blacksmithing) +10, Diplomacy +5, Hide 
+10, Knowledge (architecture & engineering) +21, 
Knowledge (arcana) +19, Knowledge (geography) +10, 
Listen +5, Spellcraft +19, Spot +5, Tumble +6. Feats: Craft 
Wondrous Item, Dodge, Great Fortitude, Scribe Scroll, 
Skill Focus (Knowledge—architecture & engineering), 
Spell Focus (Illusion), Spell Penetration 

Spells Prepared (5/7/7/5/5/4; base save DC = 16 + spell 
level): O—daze X2, detect magic, light, ray of frost; 1st— 
alarm, color spray’, magic missile x2, shield, shocking grasp, 
ventriloquism'; 2nd—blindness, darkness, invisibility’, levi- 
tate, mirror image’, resist elements, see invisibility (already 
cast); 3rd—dispel magic, fireball, haste, major image’, slow; 
4th—bestow curse, enervation, ice storm, improved invisibil- 
ity’, phantasmal killer'; Sth—cone of cold, feeblemind, hold 


monster, shadow evocation’, 

‘illusion spells. The save DC for these spells is 18 + 
spell level. 

Possessions: bracers of armor +4, headband of intellect +4, 
ring of protection +2, bag of tricks (rust), cape of the mounte- 
bank, potion of cure moderate wounds, potion of gaseous form, 
scroll of fireball (10th level) x2, scroll of summon monster 
IV, wand of magic missile (7th level, 26 charges, command 
word “Launch” in Gnome), masterwork dagger. Glymm 
also carries a small bag with three gemstones (100 gp). 

Glymm has a weasel familiar named Koko (hp 30) that 
grants him a +2 bonus on Reflex saves. He keeps his 
familiar in a small satchel tied over his shoulder. 

Glymm is the leader of the gnome technicians and the 
chief pilot of the Colossus. He has Xentarich’s respect for 


his technical prowess. Glymm often plays practical jokes 
on the bugbears (particularly with his bag of tricks) so 
they hate the small illusionist (and might even attempt 
to slay him in a particularly chaotic battle). Khrull 
resents Glymm and the control he has over the Colossus, 
but he also recognizes his value and won't betray the 
gnome. Glymm is not evil, but if the control room is 
attacked he defends it to avoid losing control of the 
“ship” (as he calls it). 

# Engineers, Female (1) and Male Gnome Exp2 
(2): hp 12 each; see the Appendix for complete statistics. 

? Khrull, Male Cleric of Erythnul Half-Orc Clr1o: 
CR 10; Medium-size Humanoid; HD 10d8+20, hp 72; Init 
+0; Spd 30 ft.; AC 22, touch 10, flat-footed 22; BAB +7; 
Grap +9; Atk +10/+5 melee (1d8+2 plus 2d6 unholy, +1 
unholy heavy mace) or +8 ranged (1d8/crit 19-20, master- 
work light crossbow); SA spells; SQ rebuke undead; AL 
NE; SV Fort +9, Ref +5, Will +12; Str 14, Dex 11, Con 15, 
Int 10, Wis 21, Cha 9. 

Skills: Concentration +12, Intimidate +1, Knowledge 
(religion) +2, Sense Motive +6, Spellcraft +8. Feats: Craft 
Magic Arms and Armor, Lightning Reflexes, Power 
Attack, Weapon Focus (heavy mace). 

Spells Prepared (6/7/6/5/5/4; base save DC = 15 + spell 
level) O—detect magic, guidance 2, light, resistance 2; 
1ist—bane, cure light wounds x2, doom, protection from law”, 
random action x2; 2nd—cure moderate wounds, darkness, 
death knell*, hold person, shatter, spiritual weapon; 3rd—cure 
serious wounds, dispel magic, magic circle against good*, protec- 
tion from elements, searing light; 4th—divine power, greater 
magic weapon, poison, unholy blight*; 5th—dispel law”, flame 
strike, righteous might, slay living. 

*Domain spell. Domains: Chaos (chaos spells cast at +1 
caster level), Evil (evil spells cast at +1 caster level). 


Possessions: 42 half-plate, +1 large steel shield, +1 unholy 
heavy mace, periapt of Wisdom +2, cloak of resistance +2, potion 
of cure light wounds x3, masterwork light crossbow with 
30 bolts, holy symbol, pouch with 235 gp. 

Khrull is an agent sent by the church of Erythnul to 
ensure that Xentarich does not stray from his mission of 


destruction. This is a source of conflict between the two, 
in that Xentarich prefers destruction only where it is 
profitable. Khrull does not get on well with the crew 
except for the Storm Hammers, whose destructive tastes 
nearly rival Khrull’s own. Against a common threat 
Khrull drops his dislikes and fights against any intruders 
in the Colossus, although he stands aside if the chaos 
beast manages to get loose and track Xentarich down. 
The half-ore spends most of his time in area 25 with 
Glymm, watching the land pass by below and subtly 
observing the gnome, hoping to glean some understand- 
ing of the Colossus’s workings. 

Tactics: Glymm quickly vacates the pilot's chair 
when the PCs enter, moving back and casting haste, fol- 
lowed by alternating defensive and offensive spells. If 


the alarm has been sounded, he has already cast his 
long-duration defensive magic and is not surprised 
when the characters arrive. Khrull follows similar tac- 
tics, except for casting haste, using his offensive magic 
before resorting to melee attacks. 

Development: Combat in this chamber almost surely 
alerts Xenterich. He holds his position in the brain (area 
27), but if the PCs seem to be having an easy time of the 
battle with Glymm and Khrull, Xentarich can appear 
after a few rounds to even the score and provide an espe- 
cially challenging encounter. 


26. MOUTH 


This chamber is situated within the large jaw of the 
Colossus, and the walls, floor, and ceiling have been 
painted a dark crimson. A staff has been driven into 
the floor with a small glowing crystal at its top, and the 
wall in front of you appears to be some kind of heavy 
gate that can be lowered and raised. A small red carpet 
adorns the floor beside the staff. A steel pole ascends 
through a hole in the ceiling of this chamber, and a 
steel lever is set in the wall nearby. 


This small chamber is blocked off from the main 
bridge by a sheet of crystal. The staff is Xentarich’s addi- 
tion to the Colossus and has been enchanted with the 
shout spell. When a person speaks into the crystal, his 
voice echoes out of the Colossus’s mouth and can be 
heard for hundreds of feet in every direction. Presently 
the mouth is closed. The pole leads up to area 27. If the 
staff is removed, its power fades instantly. The lever 
allows the mouth to be opened. 


Treasure: The small red carpet that adorns the floor of 
the mouth is in fact a 3-foot by 5-foot carpet of flying, a last 
resort for Xentarich if he must escape. 


27. THE BRAIN (EL 14) 


This hemispherical chamber is composed of ornately 
crafted walls of curved metal. Two great windows of 
softly glowing red crystal overlook the land around the 
Colossus. A curved staircase leads down to the decks 
below, while a pole leads through a hole in the floor. A 
floating orb of rainbow-colored light hovers in the center 
of this chamber, shedding a cascade of scintillating light 
across the room. You notice two curved bookshelves 
against the walls of this room, and a luxurious bed. 


The steps lead down to area 25, and the pole leads to 
area 26. The orb is the manifestation of the ancient 
priest's spirit, and it can sense any living being within 40 
feet (Spot and Listen made as if with +20 bonuses); if it 
notices anyone enter, it warns Xentarich of possible foes 

Creatures: Xentarich, the leader of the forces in the 
Colossus, almost never leaves this chamber, since he is in 
near constant negotiation with the spirit in the orb, 

2 Xentarich, Male Human Wizr14: CR 14; Medium- 
size Humanoid; HD 14d4+28; hp 67; Init +3; Spd 30 ft; 
AC 15, touch 15, flat-footed 12; BAB +7; Grap +6; Atk 
+7/+2 melee (1d4/crit 19-20, +1 dagger), or +10 ranged 
(damage varies, ranged touch); SA spells; SQ evasion; AL 
NE; SV Fort +40, Ref +11, Will +11; Str 8, Dex 17, Con 14, 
Int 25, Wis 11, Cha 17. 

Skills: Alchemy +21, Bluff +11, Concentration +19, 
Knowledge (arcana) +24, Knowledge (architecture & 
engineering) +17, Knowledge (geography) +13, Listen 
+5, Spellcraft +24, Spot +5, Tumbling +8. Feats: Combat 
Casting*, Craft Wondrous Item, Dodge, Empower Spell, 
Forge Ring, Great Fortitude, Lightning Reflexes, 
Quicken Spell, Scribe Scroll. 

“Includes +4 bonus from Combat Casting. 

Spells Prepared (4/6/6/6/5/4/4/3; base save DC = 17 + 
spell level): O—detect magic x2, flare, ray of frost; 1st— 
alarm, color spray, mage armor, magic missile x2, shield; 
2nd—blur, bull’s strength, cat's grace, levitate, summon mon- 
ster LI, web; 3rd—dispel magic, displacement, fireball x2, haste, 
lightning bolt; 4th—ice storm, improved invisibility, minor 


glove of invulnerability, phantasmal killer, stoneskin; Sth— 
empowered lightning bolt, quickened magic missile, wall of 
force, teleport; 6th—chain lightning, disintegrate, quickened 
endurance, globe of invulnerability; 7th—forcecage, insanity, 
power word, stun. 

Xentarich has made the following spells permanent (via 
the permanency spell) on himself: see invisibility, detect 
magic, protection from arrows, and tongues. 

Possessions: +1 dagger, amulet of shield guardian control, 
boots of striding and springing, cloak of resistance +2, gloves of 


dexterity +2, headband of intellect +4, ring of protection +2, ring 
of evasion, scarab of protection (10 charges), Heward’s handy 
haversack, potion of cure moderate wounds, potion of cure seri- 
ous wounds, scroll of dispel magic (10th level), scroll of 
summon monster VII, wand of magic missiles (9th level, 
charges), wand of summon monster III (38 charges), key to 
area x0, small onyx figurine of an ape adorned with 
rubies (1,000 gp), 40 pp, 625 gp. 

Spellbook: Xentarich’s two spellbooks are stored in 
area 27 and contain all the spells listed above, as well as 


the following: 0—all; 1st—change self, charm person, feather 


fall, grease, hold portal, reduce, sleep, true strike, unseen servant; 


2nd—arcane lock, daylight, darkvision, detect thoughts, knock, 
Melf’s acid arrow, protection from arrows, scare, see invisibility, 
spectral hand; 3rd—explosive runes, fly, greater magic weapon, 
nondetection, protection from elements, suggestion, tongues, 
vampiric touch; 4th—dimensional anchor, emotion, enerva- 
tion, polymorph self, solid jog; Sth—cloudkill, dominate person, 
magic jar, passwall, permanency, persistent image, sending, 
summon monster V; 6th—acid fog, Bigby’s forceful hand, 
greater dispelling, legend lore, programmed image; 7th—con- 
trol undead, greater scrying, sequester, spell turning. 

Xentarich is a man who craves absolute power and 
wealth, yet has no qualms about the methods he employs 
to get them. Xentarich is bald and well-tanned, and some 
of his features appear exotic. He wears a small, well- 
trimmed beard and dresses in rare and luxurious clothes 
(worth 300 gp). He lost his familiar several years ago and 
has never had the heart to summon a replacement. Xen- 
tarich craves luxuries and spent much of his wealth 
making the Colossus more habitable. Xentarich does not 
leave area 29 under any circumstances, as he is too busy 
keeping the Colossus's mind in check. Xentarich owns a 
shield guardian that guards area 20 and blocks the stairs 
to the control room. 

Tactics: If Xentarich is aware that a fight is imminent 
(such as by sounds of battle emanating from the bridge) 
he magically prepares himself for combat with as many 
defensive spells as he has time to cast. Should a fight go 
badly, he tries to make for his carpet of flying (area 26) or 
teleports back to his secret base (see area 16) to lick his 
wounds, In combat, Xentarich doesn't pull any punches; 
the Colossus is too good to give up easily. He uses forceca 
immediately, trying to capture as many tough melee 
combatants in it as possible. He then focuses on other 


spellcasters. Xentarich tries to gauge the characters’ 
strengths by their appearance, casting spells like disinte- 
grate on those who look to have weak Fortitude saves, and 
spells such as chain lightning on those who look to have 
poor Reflex saves. 

Treasure: Xentarich’ collection of books is quite valu- 
able (2,000 gp). The shelves also hold his spellbooks. One 
is a Boccob's blessed book that contains all his 3rd—7th-level 
spells. The second book contains all his 0-2nd-level spells. 


A cupboard contains a small casket with 2,700 gp, and 
10 small rubies (30 gp each). One of these is shaped like a 
heart and is magically enchanted. This is the magic key to 


open area 23 


a tn | EONGTUSION 


If Xentarich is defeated, read the following: 


The mage gasps a last short scream before collapsing 
to the floor. As the life in his eyes fades, the glowing 
orb begins to flicker nervously. It changes color to a 
pale blue and you hear a voice within your minds. 
“Who are you? Vile creatures of evil, what have you 
done to Xentarich?" The orb begins to glow a deep red. 


The PCs must now convince the mind they mean no 
harm. A successful Diplomacy check (DC 25) convinces 
the spirit that the PCs are acting for the greater good, but 
another Diplomacy check (DC 35) is required to con- 
vince the spirit that Xentarich was tricking it. If the PCs 
show some sort of proof (perhaps by bringing one of the 
gnome engineers here or showing the spirit Khrull’s holy 
symbol), they can receive a +2 to +5 circumstance bonus 
to these checks (as the situation and the PCs’ roleplaying 
dictates). Being gentle but firm is the best approach here. 
A good cleric or paladin can convince the spirit of their 
alliance to the good gods, adding an additional +4 bonus 


checks. 


to these Diploma 

If the characters are determined to persuade the spirit 
of their intentions and do not give up, or they make the 
successful checks above, read the following: 


“Oh merciful Gods how I have been tricked! The blood 
of innocents have been spilled through my carelessness. 
Ithank you heroes for freeing me from this trickery, but 
I feel the years have withered my soul and twisted my 
reasoning. I beg of you a boon—now that you have slain 
those that used me, will you grant me freedom? I have 
been trapped here longer than I can remember and I 
desire to continue my journey into the afterlife, some- 
thing Xentarich denied me. I can no longer stand to 
exist in the construct; please, set me free.” 


Once it is convinced of the PCs’ intentions, the spirit 
grows very depressed and horrified at the carnage the 
Colossus has wrought, and the construct grinds to a halt 
although its 


It readily answers any of the PCs' questions 
voice grows more distant and the answers more curt as 
the conversation wears on. If the PCs fail to persuade the 
ke a mess of things, the 


spirit, act hostile, or otherwise 
spirit bellows something about “the forces of evil will 
control the Heironean Colossus” and activates its 


ne 
self-destruct sequence (see below). 


If the PCs agree, the spirit tells them of the heart cham- 
ber, informs them of the key in the cabinet, and instructs 
them to destroy the heart of the Colossus to release its 
spirit. The spirit recommends the PCs set up a quick 
escape route to flee from the Colossus once the heart is 
significantly damaged. It informs them that they'll have 
roughly 30 seconds to get clear from the construct before 
it is destroyed. If they refuse or take too much time to 
make a decision, the spirit becomes anxious and the Colos- 
sus begins to pace anxiously. The spirit cannot be con- 
vinced by any means that anything other than its destruc- 
tion is safe for the world, and if the PCs hem and haw too 
long, it informs them in a near-hysterical tone that is is 
activating the Colossus's self-destruct sequence. 


SELF-DESTRUCT 

In this case, the orb glows a bright red and high-pitched 
beeping begins to fill the entire construct. It grows more 
frenzied as the countdown continues, and the construct 
begins to shake and groan. The characters have 1 minute 
to escape the Colossus, after which time the construct 
explodes destroying the Colossus and dealing 40d6 
points of damage to any creature inside, and 20d6 points 
of damage to all structures and creatures within 100 feet 
(Reflex, DC 26, for half damage). 

There is only one way to keep the Colossus intact. A 
wish or miracle spell frees the soul from the energy 
sphere without any destruction but creates a complete 
power failure. To restore the Colossus, a new and willing 
recipient must allow a powerful spellcaster to cast a trap 
the soul spell, imprisoning him or her within the sphere 
to power the Colossus. 

Once the Colossus is destroyed the lords of the lands 
terrorized by the construct host a huge celebration. The 
amazing accomplishment by the heroes draws a signifi- 
cant amount of attention to them, and they find their 
prestige almost legendary in the immediate area. Nobles 
and rich merchants from threatened lands nearby scrape 
together a chest of 8,000 gp that they award the PCs. 

If the spirit was freed and the Colossus is intact but 
immobile, the nobles that own the land claim ownership 
of the fallen giant and hire a team of wizards and inven- 
tors to investigate the machine. The PCs might contest 
these claims, causing some tension between the group 
and the local nobles. Alternatively, the church of Heiro- 
neous might claim the Colossus as their property, further 
complicating the issue of ownership. If the PCs still have 
the maps from area 4, the rulers of the land might wish to 
investigate the original homeland of Xentarich and could 
consider hiring the PCs as envoys. Characters who have 
visited the underground cavern lair of Xentarich might 
wish to teleport back to explore the area, and possibly the 
strange lands beyond. In several years time, a new Colos- 
sus could be built, and what better officers to crew the 


construct than the PCs who defeated the original? The 
Colossus might be sent wading through the ocean in 
search of strange lands to investigate or conquer. 

In the event the Colossus is destroyed, another might 
show up later with a new crew, built from plans Xen- 
tarich recorded in his lair. This group might be composed 
exclusively of Erythnulites, or perhaps the new Colossus 
has even deadlier weapons and abilities at its disposal. 
For an added twist, consider using the half-machine tem- 
plate from DUNGEON issue #91 on some of the Colossus's 
crew or other inhabitants. Q 


pe = APPENDIX 


Xentarich has hired a small army with his funds. Due to 
his own personal wealth, he has very experienced combat 
veterans at his disposal. 


THE CREW OF THE COLOSSUS 

2 The Darkblades, Female (1) and Male (5) 
Human Ftr8: CR 8; Medium-size Humanoid; HD 
8d8+16; hp 55 each; Init +5; Spd 20 ft; AC 20, touch 11, 
flat-footed 19; BAB +8; Grap +12; Atk +12 melee 
(1d8+4/crit 19-20, longsword); AL LE; SV Fort +8, Ref +3, 
Will +6; Str 18, Dex 12, Con 14, Int 10, Wis 14, Cha 11. 

Skills: Intimidate +4, Jump +3*, Listen +5, Ride +6, Spot 
+5. Feats: Blind-Fight, Cleave, Great Cleave, Improved 
Initiative, Iron Will, Power Attack, Sunder, Weapon 
Focus (longsword), Weapon Specialization (longsword). 

*Includes —9 armor check penalty. 

Possessions: +1 longsword, potion of haste, potion of cure seri- 
ous wounds, masterwork half-plate, masterwork large steel 
shield, dagger, 30 gp. 

Tasha, Pwenkin, Yurit, Manithare, Gared, and Ioka 
form the Darkblades—simple, cruel, and greedy merce- 
naries. They obey Xentarich unquestioningly and fight to 
the bitter end provided they are paid. When the adven- 
ture begins, two Darkblades sleep in area 11 and the 
other four man the ballistas in area 24. 

¢ Gnome Engineers, Female (3) and Male (7) 
Gnomes Exp2: CR 1; Small Humanoids; HD 2d6+4; hp 
11 each; Init +1; Spd 20 ft,; AC 12, touch 12, flat-footed 11; 
BAB +1; Grap —4; Atk +1 melee (1d4—1/crit 19-20, 
dagger); SQ gnome traits; AL CN; SV Fort +2, Ref +1, Will 
+4; Str 8, Dex 12, Con 14, Int 15, Wis 13, Cha 10. 

Skills; Alchemy +7, Craft (blacksmithing) +7, Diplo- 
macy +3, Disable Device +7, Knowledge (architecture & 
engineering) +7, Knowledge (arcana) +7, Listen +5, Spot 
+4, Tumble +6. Feats: Skill Focus (Knowledge—architec- 
ture & engineering) 

Possessions: Dagger, tools, belt pouch with 4dé6 gp. 

The gnomes have been hired by Xentarich to maintain 
the Colossus and have undertaken the task with frantic 
joy. They are oblivious to the pain and suffering they are 


causing, and flee if confronted with any threat whatso- 
ever. If interrogated, they reveal everything they know 
(which is very little), and would gladly serve another 
“captain” if they were allowed to stay on as technicians. 
See area 5 for more details on the gnomes. All the 
gnomes hate the bugbears and are bullied mercilessly by 
them. The gnomes currently work in several locations. 
including areas 1, 5, 13, 14, and 25, performing various 
tasks and making repairs. 

@ The Nighthawks, Female (1) and Male (5) 
Human Ftr3/Rog4: CR 7; Medium-size Humanoids; 
HD 4d6+4 plus 3d10+3; hp 45 each; Init +7; Spd 30 ft. AC 
19, touch 14, flat-footed 19; BAB +6; Grap +8; Atk +11/+6 
melee (1d6+3/crit 18-20, +1 rapier); or +13/+8 ranged 
(1d8+3/crit x3, longbow with +1 arrows); SA sneak attack 
+2d6; SQevasion, uncanny dodge; AL NE; SV Fort +6, Ref 
+9, Will +4; Str 15, Dex 18, Con 13, Int 12, Wis 9, Cha 11. 

Skills: Hide +14", Listen +8, Move Silently +14*, Open 
Lock +13, Search +9, Spot +8, Swim +0**, Tumble +14", 
Use Rope +12. Feats: Dodge, Improved Initiative, Point 
Blank Shot, Precise Shot, Weapon Finesse (rapier), 
Weapon Focus (composite longbow). 

*Does not include —1 armor check penalty when buck- 
ler is worn. 

**Includes —8 penalty for weight of geat carried 

Possessions: +1 studded leather, +1 rapier, masterwork 
mighty composite longbow [+2 Str] with 10 +1 arrows and 
20 arrows, potion of cat's grace, potion of invisibility, buckler, 
tanglefoot bag, alchemist's fire x4, thieves’ tools. 

The Nighthawks are a band of famous thieves. Their 
members include five men, Riskat, Loomis, Welsfin, 
Boris, and Evert, and one woman, Portitia. Presently, two 
Nighthawks are stationed in area 4; they rain arrows 
down on villages the Colossus attacks. The remaining 
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four spend most of their time in area 13 preparing to 
strap into their gliders and make aerial runs, dropping 
alchemist’s fire on buildings and fleeing villagers. 

The Storm Hammers, Male Bugbear Bbn3/Ftr3 
(4): CR 8; Medium-size Humanoid; HD 3d8+6 plus 3d12+6 
plus 3d10+6; hp 66 each; Init +1; Spd 20 ft; AC 17, touch 11, 
flat-footed 17; BAB +8; Grap +11; Atk +13/+8 melee 
(1d10+5/crit 19-20, +1 heavy flail); SA rage 1/day; SQ 
uncanny dodge (Dex bonus to AC); AL LE; SV Fort +9, Ref 
+6, Will +3; Str 17, Dex 13, Con 15, Int 9, Wis 10, Cha 7. 

Skills: Climb +5*, Hide +2", Intimidate +4, Jump +5", 
Listen +3, Move Silently +5*, Spot +3. Feats: Alertness, 
Cleave, Dodge, Power Attack, Weapon Focus (heavy flail). 

"Includes —1 armor check penalty. 

Possessions: +2 chain shirt, +1 heavy flail, potion of bull's 
strength, potion of cure light wounds x2, alchemist's fire x2, 
thunderstone, 40 gold pieces. 

Turik, Poolish, Qar, and Vermikai form the Storm 
Hammers, a group of elite bugbear shock troopers 
employed by Xentarich. They are fiercely loyal to the 
wizard and fight to the death to defend him from harm. 
The PCs might encounter the Storm Hammers on the 
ground. If they make it inside the Colossus without 
facing the bugbears, however, they either run into them 
when the creatures return to their chambers (area 12). 
Given that the PCs probably leave the Storm Hammers 
behind early, they make perfect reinforcements if an 
alarm is sounded, or they can make an easy encounter 
significantly more challenging if the PCs are having an 
easy time dealing with the other hazards in the Colossus. 
They might simply enter a room on the PCs' heels on the 
way to the barracks to rest, or the common room or 
kitchen to grab a snack. 
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2 Monsters’ 
b e 
“Life's Bazaar” is the first module in an Adventure Path series 
spanning several issues of DuNGeoN Magazine, This DUNGEONS 
& Dracons® adventure is designed for four player characters 
(PCs) of 1st level. PCs who survive the entire adventure should 
advance to 3rd level. > shee & 
The adventure easily accommodates larger groups of PCs, 
and it,can handle parties of 2nd or 3rd level. Larger or more 
powetful groups require less time to recover between encoun- 
ters and receive fewer experience points per encounter than a 
party of stlevel adventurers would gain. See the “Scaling the 
Adventure” sidebar for details on altering the adventure for 
larger groups or parties of higher level. . 
When the PCs obtain sufficient experience points to advance 
to their next level, allow them to advance during the course of 


{Magic Items 


the adventure. 


—______ PREPARATION 
You, the DM, should have a copy of the core rulebooks (the 
Player's Handbook, Dunceon Master's Guide, and’ Monster 
Manual), This adventure also features creatures from the Mon- 
ster Manual and Fiend Folio; pertinent statistical information 
for Monster Manual II monsters is provided in the “Life's Bazaar” 
Web enhancement (ayailable at www.paizopublishing.com), 
although it's strongly recommended that you reference the 
Monster Manual 1! for complete descriptions of these monsters. 
Statistics for creatures from the Fiend Folio are provided in the 
adventure. You should review the statistics for the monsters 
and unique villains before attempting to run the adventure. You 
should also note that the page numbers provided referencing 
the three core books will change once the revised versions are 
released in July, 

Scattered throughout the adventure are’ Campaign Seed 
sidebars. These sidebars contain slivers of information about 
the campaign that might surface in furure installments of the 
series, but which aten't necessarily pertinent to this Arst 
adventure, More Campaign Seeds are provided in the Web 
enhancement. These sidebars are meant to introduce furure 
allies and adversaries and help you keep ttack of the cam- 
paign’s "movers and shakers.” 
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# NPCs W Objects W Settlements | 4" Traps 


Built inside the mouth of a dormant volcano, the town of Caul- 
dron is aptly named. Although nominally ruled by a Lord Mayor, 
the town secretly serves as the demesne of a greedy beholder 
named Vhalantru. Disguised as an influential noble, “Lord 
Orbius Vbalgnrcu is the secret power behind'the Lord Mayor. 
He charms us ae aera and members of the town 
guard’ He pokes his ¢ sells int various legitimate and illegal 
ventures $ within Call ron’s walls, and no one—not even the 
Lord Mayor or the captain of the town. guand—is the wiser, 

In general, life in Cauldron is good. The town guard deals with 
local troublemakers butleaves the bigger problems (like maraud- 
ing monsters) to the Lord Mayor or the Church of St. Cuthbert. ~ 
Both the Lori! Mayor and the clerics of St. Cuthbert periodically 
hire adventurers to deal with such problems directly. 

Townsfolk are generally pleased with the Lord Mayor, 
Although a recent string of disappearances and robberies wor- 
ries them, People have been taken from their homes during the 
night, and the sown guard has been unable to identify the cul- 
prits or locate the vanished citizens. Moreover, the victims 
homes were stripped of portable valuables. No place is secure. 

Cauldron's beholder overlord knows the secret behind the 
abductions. Vhalantru has met the half-dwarf/half-troll slave 
trader who dwells below the town in an old stronghold carved 
from lava rock called the Malachite Fortress. This unscrupulous 
slave tradeginamed Kazmojen, runs a slave bazaar where'he 
sells his latest acquisitions to creatures of the Underdark. Kaz~ 
mojen is a recent arrival who is still carving out a business 
niche for himself, Vhalantru has accommodated him thus far, 
allowing Kazmojen to form a pact with some skulks and dark 
creepers who lair in the abandoned, subterranean gnome 

“enclave of Jzadirune. The skulks and dark creepers are directly 
responsible for the abductions: The people they capture are 
takento Kazmojen. The skulks.and dark creepers getto keep 
whatever they take from the homes of the abductees, plus a per- 
centage of Kazmojen’s profits from the sales of the slaves 

The recent disappeararice of four children from the Lantern 
Street Orphanage has outraged many loc 
traughit cleric of St. Cuthbereto use ##ninoFartifact in her 


is and prompted a dis: 


CAULDRON 


church to cast a divination spell. The spell has revealed several 
important clues, which the cleric has been unable to piece 


together. Enter the player characters 


— ADVENTURE SYNOPSIS 


Jenya Urikas, a cleric of the Church of St. Cuthbert, hires the 
untested PCs to find four children kidnapped from the Lantern 
Street Orphanage and learn what they can about the abductors. 
The party's clerical benefactor offers one potion of cure moderate 
wounds per PC up front and promises a monetary teward once 
the heroes complete the mission. Further, if the heroes succeed, 
Jenya promises to arrange a meeting with the Lord Mayor, forit 
seems the Lord Mayor enjoys meeting local heroes and offering 
them future work. 

The divination spell cast by Jenya suggests a connection 


between the unknown abductors, an abandoned gnome 


enclave below Cauldron, and a gnome 
locksmith named Keygan Ghelve. The 
heroes’ investigation quickly leads them 
to the locksmith’s shop, beneath which 
lies the not-quite-abandoned gnome 
community of Jzadirune: 

The creatures responsible for the recent 
rash of kidnappings include a coterie of 
skulks and a small band of dark creepers 
led by a dark stalker. The skulks have 
pressed the locksmith into service by snatching and imprisoning 
his familiar. Since Keygan Ghelve created most of the town’s 
locks, he has “skeleton keys” for nearly every building in Caul- 
dron. The skulks and dark creepers have used these skeleton keys 
to break into houses and make off with their contents. 

Inside Keygan’s shop, the heroes find a secret staircase lead. 
ing down into Jzadirune, which Cauldron's gnome community 
abandoned years ago after a strange magical disease ravaged the 
enclave. Heroes who survive the perils of Jzadirune discover a 
crude elevator that leads down to Kazmojen's stronghold, called 
hey find the half-troll busily sell- 
nd duergar) client, The sudden 


the Malachite Fortress. There, 


ing slaves to a durzagon (half 
appearance of Lord Vhalantru interrupts the bazaar. The 
beholder wants one of the four abducted children—a dour and 


sadistic boy named Terrem—returned safely to Cauldron. The 


boy, who bears a strange invisible birthmark, is important to 
Lord Vhalantru’s future designs for Cauldron. Terrem's abduc- 


CAMPAIGN SEED: LORD VHALANTRU 

Unbeknownst to Cauldron's Lord Mayor and other townsfolk, 
Vhalantru the beholder keeps eleven watchful eyes on local adven- 
turing bands. Once adventurers reach a level where Vhalantru per- 
ceives them as a threat to his hold over the city, the beholder 
invites them to his manor ard “cashes them out." Many heroes 
who have served the Lord Mayor in the past now adorn Lord 
Vhalantru's estate as statuary. Vhalantru claims to know a sculptor 
who carves these wondrous effigies in honor of Cauldron's great 


est heroes—not so. The Lord Mayor has seen many heroes come 


and go and constantly grooms new ones to replace those who have 
seemingly departed in search of greater adventures elsewhere. 

Lord Vhalantru is secretly in league with an evil organization 
called the Cagewrights (see the Campaign Seed: The Shackleborn 
sidebar for details). This sinister society seeks to transform 
Cauldron into a gate-town—a permanent gateway between the 
Material Plane and Carceri. In exchange for his help, Vhalantru has 
been promised lordship of the new gate-town, as well as support 
from several newly freed Carcerian fiends in his bid to conquer and 
enslave neighboring realms 


tion was a mistake, and Lord Vhalantru has decided to correct 
the error personally. Although the heroes view the beholder 
briefly, they are nor encouraged to fight it. Before they can 
worry about the greater threats that lie ahead, they must free 
the captive townsfolk from the half-troll slaver and his hobgob- 
lin henchmen 


pees oY CAML RGN 


Cauldron forms the hub of the campaign and has seen many 
adventures over the years. The town's buildings, tightly packed 
and built from volcanic rock and wood, line the inner bowl of a 
nameless, dormant volcano. Cobblestone roads form concen- 
tric circles around a small lake of cold water, which fills the vol- 
cano’s basin. Although the town’s sewage seeps into the lake, 
local clerics routinely purify the water for the citizens in 
exchange for charitable donations to their temples. 

A 50-foor-tall fortified wall of black malachite encircles the 
city, tracing the outer rim of the volcano, Four roads descend the 
outer walls of the volcano, becoming major thoroughfares that 
lead to other towns and distant realms. The districts nearer the 
rim of the city tend to be occupied by upper class families and 
elite merchants. The closer one gets to the center of town (and 
the closer to the pungent odors of the central lake), the shoddier 
the construction and the more dangerous the dark alleys. 

Most people get around Cauldron on foot, although the town 


has its share of wagons and carriages, most of them owned by 
merchants and nobles. 

The map of Cauldron shows the locations of The Church of 
St. Cuthbert, the Lantern Street Orphanage, and Ghelve's 
Locks, all of which figure in this adventure. Future modules in 
this series will introduce and describe other locations within 
the town. Feel free to add new places to the map as dictated by 
the needs of your campaign. For instance, if one of the PCs wor- 
ships the goddess Yondalla, feel free to place a small temple or 
shrine dedicated to Yondalla somewhere within the town. 

W Cauldron (large town): Conventional; AL NG; Popula- 
tion 4,500 adults; 3,000 gp limit; Assets 600,000 gp; Mixed 
(79% human, 9% halfling, 5% gnome, 3% dwarf, 2% elf, 1% half- 
elf, 1% half-orc). 

Authority Figures: Lord Mayor Severen Navalant, male 
human Arit0;Terseon Skellerang, male human Ftr8 (Captain of 
the Town Guard). 

Important Characters: Lord Orbius Vhalantru, beholder 
(true overlord of Cauldron); Jenya Urikas, female human Clr5 
(cleric at the Church of St. Cuthbert); Meerthan Eliothlorn, 
male half-elf Wizi2 (merchant staying at The Drowning 
Morkoth Inn); Keygan Ghelve, male gnome Exp3/Wiz(tll)1 
(owner of Ghelve's Locks); Gretchyn Tashykk, female halfling 
Comt (Lantern Street Orphanage headmistress); Patch, male 
half-ore Com1/Rogi (spy for The Last Laugh guild); Vortimax 
Weer, male human Wiz10 (alchemist and potion brewer at 


SCALING THE ADVENTURE 
“Life's Bazaar” is designed to challenge Ist- and 2nd-level charac- 
ters. However, the adventure can be modified for higher-level char- 
acters as follows 

« Ifthe PCs begin the adventure at 2nd level, double the amount 
of damage dealt by all traps, thereby increasing the traps’ CR by 1 
For instance, a CR 1 corrosive gas trap that deals 2d6 points of 
damage would deal 4d6 points of damage instead and be treated 
as a CR 2 encounter. Increase the save DC of the Vanishing disease 
to 18. Give each skulk one level of rogue (1d6 extra hp, +2 to Reflex 
saves, 8 extra skill points, one extra feat, sneak attack +1d6). Add 
another choker in area J22, double the number of monstrous cen: 
tipedes in area J29, add another dark creeper in area J40, and dou- 
ble the number of hobgoblins encountered in area J63 and the 
Malachite Fortress. Give Yuathyb (area 44) a pair of dark creeper 
bodyguards. Make Prickles a fully grown howler instead of a juve- 
nile specimen, If the characters reach the final encounter without 
any significant drain to their resources, give Kazmojen another 
fighter level as well 

+ If the PCs begin the adventure at 3rd level, make the following. 
modifications in addition to the changes above. Increase the save 
DC of the Vanishing to 19, and increase the Search and Disable 
Device DCs of all traps by +2. Give each skulk another rogue level, 
and double the number of dark creepers encountered. Give 
Yuathyb one level of rogue (1d6+1 extra hit points, +2 to Reflex 
saves, 9 extra skill points, sneak attack increases by +1d6), Add 
another grell to area J36 and another pulverizer to area 144, 
increase the sizes of the spiders in area 58 by one size category 
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each, replace the animate chains in area M6 with a chain golem 
(see Monster Manual Il, page 44), and place an imp in area M25 
(with the lemures), Use the statistics for Zarkad (area M21) for all 
hobgoblins, and give Zarkad himself another level of warrior. Give 
Xukasus (area M4) a pet carrion crawler, and give the hammerers 
(area M14) standard hit points. If the characters reach the final 
encounter without any significant drain to their resources, give 
Pyllrak one monk level. 

« Ifthe PCs begin the adventure at 4th level, make the following 
modifications in addition to che changes above. Increase the save 
DC of the Vanishing to 20, and increase the disease's damage to 
1d8 Cha. Increase the Search and Disable Device DCs of all traps 
by another +2, and add 20 feet of depth to each pit trap (+2d6 
points of falling damage, +1 CR). Increase the number of skulks 
and dark creepers by one per encounter area. Add another stone 
spike to area M3, give Xukasus (area M4) a pair of carrion crawler 
pets and a masterwork falchion, give Zarkad (area M21) another 
level of warrior, and give Kezmojen and Pyllrak another level of 
fighter and monk, respectively. Make Kazmojen's urgrosh a +1 
weapon. If the characters reach the final encounter without any sig- 
nificant drain to their resources, apply the fiendish template to 
Kazmojen’s howler. 

You can also make the adventure tougher by adding random 
encounters, Suggestions include a trap that summons a Medium- 
size earth or fire elemental (EL 3), a roving phantom fungus (EL 3), 
a gray ooze (EL 4), a minor (EL 3) or average xorn (EL 5) demand- 
ing tribute, or a pair of stealthy meenlocks (EL 5) 


Weer's Elixers); Phalian Gurnezarn, male human Exp6 (black- 
smith and proprietor of Gurnezarn’s Smithy); Bjellkir Zanathor 
(proprietor of Zanathor’s Provisions, a general store); Rivek 
Mol (proprietor of The Tipped Tankard); Halpeen Welvihk (pro- 
prietor of The Drunken Morkoth Inn); Tippys Surefoot, female 
halfling Exp4 (proprietor of Sure Foot Livery); Asfelkir Hran- 
leurt, male half-ore Clre (high priest of the Temple of Lordly 
Might dedicated to Kord) 

‘Typical Guard Patrol: Members of the town guard are espe- 


cially vigilant in the wake of recent abductions. A typical patrol 


consists of a sergeant (Wart) and 1d4+2 privates (War2). Guards 


typically wear breastplates emblazoned with the town emblem 
(a watchful eye wreathed in flames) and carry halberds, short 
swords, and shortbows. 


RUMORS IN CAULDRON 


‘The PCs might be residents of Cauldron or visitors in search 
of adventure. Although the recent string of abductions has 
fueled countless rumors, not all of the town’ gossip centers on 
the kidnappings. Some rumors allude to other threats that 
have yet to surface. 

PCs who are residents of Cauldron know various rumors tied 
to current happenings in town. Assume that local PCs know 
1d4+2 of the rumors given below. Visiting PCs, on the other 
hand, know only what they overhear in local taverns and inns; a 


successful Gather Information check yields one rumor (DC 15), 
two rumors (DC 20), or three rumors (DC 25). Roll randomly or 


select appropriate rumors from the table below: 


WEATHER IN CAULDRON 


You can set this adventure during any time of the year, although 
descriptive text assumes that the adventure takes place during 
late autumn. Overcast days allow brief flashes of sunshine 
before unleashing drizzling rain, and the night's wind carries an 
unpleasant chill. 

See Weather Hazards in the DUNGEON Masver's Guide for 
rules governing combat in inclement weather. 


—____THE KIDNAPPINGS 


A band of skulks and dark creepers are responsible for the 
recent abductions and burglaries. They creep out of Ghelve's 
Locks at night and scour the town for easy marks. At some 
point, the PCs might question local guards about the abduc- 
tions and crime scenes, hoping to find clues to the kidnappers’ 
identities. Each successful Gather Information check (DC 12) 
reveals one of the following pieces of information: 

+ People have been kidnapped from every district in the 
town. The crimes are not particularly localized. 

* Most of the victims are low- to middle-class citizens, but 
otherwise nothing seems to connect them. 

+ All of the recent kidnappings have occurred at night. The 
kidnappers prefer to strike on overcast nights or when the 


moon Is new. 


412 Roll 
1 One of the children kidnapped from the orphanage 
is the bastard son of the Lord Mayor. (False) 

2 A cloaked figure collided with me in the street and 
knocked me down. She uttered some horrible curse, 
glared at me with her ghostly face and haunting blue 
eyes, then strode off. (True; the “woman” was a skulk.) 

3 A secret guild of halfling rogues is responsible for the 
kidnappings and robberies. (False, although dark 
creepers could be mistaken for halflings ata distance.) 

4 Someone in Cauldron trades in strange currency: 
coins stamped with a jester instead of the sovereign. 
The authorities are trying to find the source. (True; 
‘The Last Laugh guild in town mints its own coins.) 

5 A tentacled beast lurks in the cold depths of the lake, 
(True; a powerful morkoth makes its home there.) 

6 Coryston Pike, one of the kidnapped victims, feared 
for her life days before she vanished. (False) 

7 Evil cultists are kidnapping people and sacrificing 
them to an evil god who has two heads and tentacles 


Rumor 


for arms. (False) 

g A magical disease is causing people in the city to 
vanish. The same thing nearly wiped out the gnomes 
of Jzadirune 75 years ago! (False; the disease, though 
real, is not to blame for the missing townsfolk.) 

9 One of the stolen orphans is the offspring of Dwern 
and Imogen Stormshield, two adventurers who 
perished a few years back. (Partially true; Vhalantru 
the beholder turned Deakon's parents to stone and 
added them to his statue collection, then had their 
son placed in the local orphanage.) 

10 Keygan Ghelve is one of the finest locksmiths in the 
world. Only a skilled rogue or spellcaster could 
bypass one of his locks without the proper keyl (True) 

n Jeneer Everdawn, one of the missing townsfolk, did 
volunteer work at the local orphanage. Coincidence? 
| don’t think so! (False) 

12 Gryffon Malek and Krylscar Endercott knew each 
other, They would meet each other after hours at The 
Tipped Tankard and drink until the wee hours of the 
morning. Now they're both gone! (True; they were 
friends who both caught the attention of the skulks.) 


+ The town guard has been watching suspected members 
of various local thieves’ guilds, but their vigilance has not yet 
paid off. 

+ The perpetrators pick the locks of the victims’ dwellings. 
Once inside, they grab their prey, steal any loot they find, and 
vacate the premises. 

+ No witnesses have come forward to report screams, loud 
scuffles, or sinister figures creeping about on the nights of the 
kidnappings. 

* The local constabulary suspects between two and six cul: 
prits, based on the number of footprints found at various crime 
scenes. The footprints suggest that the abductors include both 
Small and Medium-size humanoids. 


RECENT ABDUCTEES 

During their investigation into the kidnappings, the players 
might ask for a list of missing townsfolk. Although investigat- 
ing these past victims only yields more dead ends, you can 
either come up with a list on your own or download the “Lifes 
Bazaar” Web enhancement for a Player Handout that gives a 
brief description of each of the kidnap victims. 

The victims were chosen more ot less randomly. In general, 
the skulks and dark creepers selected victims who might be 
worth something as slaves. They like to pick a victim in the 
evening, follow their mark home, and survey the victims resi- 
dence until nightfall. Then, in the dead of night, they slip 
inside, quickly subdue the victim, and loot the place. 

The attack on the orphanage is a new twist: One of Kazmo- 
jen’s recurring clients—a durzagon (half-fiend duergar) named 
Pyllrak Shyraat—wants younger slaves who are more tractable 
and less likely to revolt. Thus, Kazmojen has given the skulks 
and dark creepers instructions to gather children from the city 


¢ “The Church of St. Cuthbert” for the names of the 


above. 


four missing children. 


CHAPTER ONE: 


The adventure opens with an encounter in the streets of Caul- 
dron. The heroes rescue a cleric of St. Cuthbert from some 
thugs and escort him safely to his temple. There they meet 
Jenya Urikas, a cleric who thinks she has unlocked the mystery 
of the recent kidnappings. 

Following their meeting with Jenya, the heroes can search 
for clues at the Lantern Street Orphanage, site of the most 


recent disappearances, or they can investigate a local locksmith 


with suspected ties to the kidnappers. The latter course takes 
them into the next chapter of the adventure. 


THE ACCOSTED CLERIC (EL 3) 
‘The adventure begins with the PCs walking the streets of Caul- 
dron before nightfall. Read or paraphrase the following: 


Steady drizzle falls from the ash-gray sky. The crowded, rain- 
slicked buildings seem especially bleak and frightful this 
‘evening, hunched together beneath the tireless rain. A few 
lights burn in their eyes, but mostly their shutters have been 
closed for the night. The scent of chimney smoke fills the 
air, and you hear the din of water trundling from the 
eee 


ee See eee Site unl Gite eaeaee 
seems to come from somewhere behind you. 


Characters who stop and listen can hear some cursing and 
sounds of a scuffle, slightly muffled by the rainfall. Read or par- 
aphrase the following if they investigate: 


You follow the noises to the mouth of a mist-shrouded alley, 
wherein you see three figures assaulting a fourth, who lies 
face down on the wer cobblestones. One of attackers lifis the 
victim by the hood of his cloak and thrusts him against a 
wall as another growls, "Stay away from the orphanage, you 
got that?” s 


The alley is 10 feet wide and 60 feet long, opening into a 
street at either end. Like many alleys in Cauldron, it slopes 
toward the center of town at an angle of 15 degrees, Two-story 
buildings loom on both sides of the alleyway. 

The three attackers are off-duty town guards working for a 
member of The Last Laugh, a local guild of thieves. (A success- 
ful Knowledge—local or bardic knowledge check, DC 20 reveals 
that the painted faces of Ruphus’ attackers indicate they are in 
some way affiliated with this guild.) Their faces are painted in a 


CAMPAIGN SEED: THE SHACKLEBORN 

The campaign's major story arc involves an evil faction called the 
Cagewrights. These servants of evil seek to open a permanent two- 
way portal between the Material Plane and the outer plane of 
Carceri, transforming the town of Cauldron into a gate-town. If the 
Cagewrights are successful, an incarcerated horde of fiends 
trapped on Carceri's first layer will escape their prison-plane and 
ravage the town, visibly transforming its buildings and condemn- 
ing its citizens to a life of slavery under Vhalantru’s subtle tyranny. 
From Cauldron, they will strike out across the realms, enslaving or 
crushing all they encounter. 

To accomplish their ultimate goal, the Cagewrights need to fash- 
ion seven artifacts called soulcages throughout the town, each one 
designed to trap the life essences of The Shackleborn—evil per- 
sons or creatures born with the Carcerian Sign. The Carcerian Sign 
is a naturally invisible birthmark loosely resembling an eyeball 
pierced by an upward-pointing arrow (as shown in The Carcerian 


Sign diagram) 


A local orphan named Terrem 
bears the Carcerian Sign on his face 
and is one of The Shackleborn 
Agents of the Cagewrights who oper- 
ate secretly within the town placed 
Terrem in the Street 
Orphanage shortly after his birth— 
once they'd dispatched the boy's 


Lantern 


parents. Unfortunately for them, 

Terrem was stolen from the orphan: 

age (along with three other children) 

by some skulks and dark creepers working for a half-dwarf/half-troll 
slaver named Kazmojen, The sinister society has turned to the 
beholder Vhalantru to find the boy and return him to safety. 
Meanwhile, the Cagewrights have begun constructing their 
soulcages in various buildings throughout Cauldron. They are also 
keeping the remaining Shackleborn under close observation, par- 
ticularly in light of Terrem's mistaken abduction. 


manner similar to that of The Last Laugh in a poor attempt to 
conceal their identities (their faces are painted half white and 
half black 


cleric of St. Cuthbert named Ruphus Laro. 


Two of the three brutes are accosting a 19-year-old 


third guard is 
watching the street in case a guard patrol shows up. Have the 


wary thug make a Spot check (opposed by the heroes’ Hide 


checks) to notice the PCs; if the Spot check fails, the PCs each 


get a free partial action during the surprise rou 
Jenya Urikas, the acting high priest of the Church of St 


Je distraught children and staff 


Cuthbert, sent Ruphus to con: 
members at the orphanage. He was heading back to the temple 


when the thugs ambushed him and dragged him into the alley 


The Last Laugh thieves’ guild doesn't want the Church of St 


Cuthbert snooping around the orphanage for clues about the 
recent abductions. The guild provides intelligence and security 
for the Cagewrights, and they don't want the clerics of St. Cuth 
bert uncovering the truth about Terrem, one of the missing 
children. For more on the Last Laugh, see the Campaign Seed in 
the “Life's Bazaar” Web enhancement 

Creatures: The thugs want to scare Ruphus, not kill him. 


However, they draw swords when the PCs show up. One of 


them tells the heroes to “Bugger off!” If that doesnt work, they 
begin slowly backing away while readying actions to swing at 
PCs who rush toward them. As they back away, the battered 
cleric makes his way toward the characters, 

The thugs work for a rogue named Jil. Using a spider climb 


spell, she cli to the wall of one building, just below the 


second-story eaves (where the 


Il is dry). She cloaks herself in 


shadows, hoping to remain 
unseen. PCs who take a standard 
action to study the alley can make 
a Spot check (opposed by Jil’s 
Hide check result) to notice her 
clinging to a section of wall 15 
feet overhead. 

Jil stands 5 feet, 3 inches tall ane 
has short black hair and dark 
brown eyes. She wears a hooded 
black cloak, black boots, and black 
leather gloves. Like all members 
of her guild, she paints her face 
white and black, transforming it 
into a grinning harlequin’ visage. 
Intrigued by the brazen PCs, she 
does not attack them. She might 
fare quite well, but she never 
jumps blindly into combat against 
the unknown. If she is spotted or 
attacked, Jil calls out, “Well done! 
But the cleric lives because we 
wish it so, not because of your 
misplaced bravado.” She then 

points a baleful finger at Ruphus 

and says, “Take these words back to your temple, priest! The chil 

dren are lost and no longer St. Cuthbert’s concern.” She then 

takes a full-round action to crawl to the rooftop and flee the 
scene, activating her wand of silence to quiet her foorfalls. 

Jil has no concern for the welfare of the guards. She hired 

them specifically to accost the cleric, and they know nothing of 


and associations. 


the guilds plan 

¢ Jil, Female Human Rogs/Asnr: CR 6; Medium-size 
Humanoid (human); HD 5d6+5 plus 1d6+1; hp 27; Init +6; Spd 
30 ft. (15 ft. while spider climbing); AC 15, touch 12, flat-footed 
15; BAB +3; Grap +3; Atk +6 melee (1d6/19-20 plus poison, mas- 


terwork short sword) or +6 melee (1d3+1 subdual and trip 


attack, +1 whip) or +6 ranged (1d6/x3, masterwork shortbow) 
SA sneak attack +4d6, death attack; SQ trapfinding, evasion, 
trap sense, uncanny dodge (Dex bonus to AC, can't be flanked), 
JE; SV Fort +2, Ref +8, Will +0; Str 11, Dex 14, 


poison use; AL 
Con 12, Int 16, Wis 9, Cha 12. 

Skills: Balance +4, Bluff +10, Diplomacy +5, Disable Device +11, 
Disguise +10, Escape Artist +11, Forgery +11, Hide +11, Intimi- 
date +3, Jump +2, Move Silently +11, Open Lock +10, Sense 
Motiv 
+11. Feats: Improved Initiative, Exotic Weapon Proficiency 


7, Spellcraft +4, Spot +7, Tumble +11, Use Magic Device 


(whip), Weapon Finesse (short sword), Weapon Finesse (whip). 


Spells Prepared (1; base save DC = 13 + spell level): 1st—spider 


climb (already cast 


Spellbook: 1st—change self, detect poison, ghost sound, obscuring 


mist, spider climb. 


Languages: Common, Draconic, Elven, Gnome. 

Possessions: +1 whip, wand of silence (15 charges), potion of cure 
moderate wounds, arcane scroll of undetectable alignment, master- 
work studded leather armor, masterwork short sword, sword 
sheath with poison reservoir (coats blade with blue whinnis 
poison when the weapon is drawn; holds 3 applications), mas- 
terwork shortbow with 20 arrows, spellbook, black cloak and 
clothing, leather gloves, pouch containing 30 gp (minted with 
the jester emblem of The Last Laugh guild). 

$ Nilas Varkazi, Hylum Ferant, and Kerlen Ree, Male 
Human War2: CR 1; Medium-size Humanoid (human); HD 
2d8+2 plus 3 (Toughness feat); hp 17, 14, 13; Init +0; Spd 30 ft; 
AC 10, touch 10, flat-footed 10; BAB +1; Grap +2; Atk +2 melee 
(1d6/19-20, short sword) or +2 melee (1d3+1 subdual, 
unarmed) or +1 ranged; AL N; SV Fort +3, Ref +0, Will -1; Str 
13, Dex 10, Con 12, Int 9, Wis 9, Cha 9. 

Skills: Climb +3, Intimidate +2, Ride +3, Swim +3. Feats: 
Quick Draw, Toughness. 

Language: Common. 

Possessions: Short sword, rain cloak, dark clothing, pouch con- 
taining 1d6 sp and 2d6 cp. 

¢ Ruphus Laro, Male Human Clr2 (St. Cuthbert): CR 2; 
Medium-size Humanoid (human); HD 2d8; hp 12 (has taken 10 
points of subdual damage); Init ~1; Spd 20 ft.; AC 14, touch 9, 
flat-footed 14; BAB +1; Grap +1; Atk +1 melee (18, heavy mace) 
or +0 ranged; SA turn undead 3/day; AL LN; SV Fort +3, Ref —1, 
Will +4; Str 11, Dex 9, Con 10, Int 11, Wis 13, Cha 11 

Skills; Concentration +4, Diplomacy +3, Heal +8, Knowledge 
(religion) +4. Feats: Combat Casting, Skill Focus (Heal), 

Spells Prepared (4/4; base save DC = 11 + spell level): 0—detect 
magic, guidance, light, resistance; 1st—bless, endure elements”, magic 
weapon, sanctuary. 

*Domain spell. Domains: Law (cast law spells at +1 caster 
level), Strength (feat of strength 1/day). 

Language: Common. 

Possessions: Chain shirt, heavy mace, cloak, clerical vestments, 
amulet (holy symbol of St. Cuthbert). 

Tactics: Jil likes to sneak attack her prey using her poisoned 
short sword. Her death attack makes her especially dangerous if 
she can study her target for 3 rounds before striking. Jil uses her 
+1 whip to trip or disarm opponents from a safe distance. 

The three hired guards stick around long enough to get paid 
(Jil owes them 10 gp apiece for “roughing up” the cleric). They 
draw their short swords as a free action (using the Quick Draw 
feat) and prefer to gang up on a single target, but otherwise their 
tactics are straightforward. 

When battle erupts, Ruphus casts bless (on himself and the 
PCs) and magic weapon (on his mace) before joining the fray. He 
also heals wounded characters after the fight. 

Development: If the heroes rescue Ruphus, he asks them to 
escort him to his temple. He tells the PCs that he was heading 
back to the temple when he was mugged. He thought the thugs 
planned to rob him until it became clear they were trying to 
intimidate him. Ruphus knows only that someone does not want 


PLAYER HANDOUT #1: 
DIVINATION RIDDLE 
The locks are key to finding them. 
Look beyond the curtain, below the cauldron, 
But beware the doors with teeth, 
Descend into the malachite ‘hold, 
Where precious life is bought with gold, 
Half a dwarf binds them, but not for long. 


the Church of St. Cuthbert involved in an investigation to find 
four missing children from the local orphanage, but he can't 
fathom why. 

If she survives the encounter, Jil might become a recurring 
villain in the campaign. She is quite capable of vanquishing a 
band of ist-level adventurers by herself, but that is not her 
intent in this encounter. However, if the heroes perform well 
against the three town guards, Jil might pay closer attention to 
them in the future. 

If a PC casts charm person on Jil and succeeds, she treats that 
character with uncharacteristic kindness but does not divulge 
guild secrets or stick around long enough to be captured. If she 
escapes, she might take a special interest in her new “friend” 
(even after the charm person spell wears off), partly because she's 
intrigued and partly because she likes to live dangerously. How 
this relationship develops is left for you to decide. 

Captured or charmed thugs can be goaded or coerced (Intimi- 
date, DC 17) into revealing the following: A member of The Last 
Laugh named Jil hired them to “send a clear message” to the 
Church of St. Cuthbert not to investigate the disappearance of 
the four children from the Lantern Street Orphanage. The guards 
needed the money, and the arrangement didn't involve killing 
the cleric, so they agreed. BCs can surrender these goons to the 
town guard, who take them into custody and charge them with 
assault, The guards are held for three days and released after an 
anonymous source pays each of their 50-gp fines. 

If the heroes get into trouble fighting the three off-duty 
guards, a patrol arrives to break up the fight. Ruphus's three 
attackers attempt to flee before their fellow guardsmen identify 
them. PCs who allow one or more of them to escape might 
encounter these guards again, possibly while they are on duty. 


THE CHURCH OF ST. CUTHBERT 
This encounter assumes the PCs escort Ruphus Laro back to the 
Church of St. Cuthbert on Obsidian Avenue. He seems gratefull 
for their company, and the short trip can be spent sharing local 
rumors (see “Rumors in Cauldron’) 

Read or paraphrase the following when the PCs reach the 


temple: 


Ruphus invites the characters inside, if only to escape the 
rainy drizzle, He also encourages them to meet with his supe- 
rior, Jenya Urikas, to whom he must report his recent harrow- 
ing encounter. Upon entering the temple, Ruphus is greeted by 
another acolyte and taken to Jenya’s chambers, Meanwhile, the 
heroes are given warm blankets and invited to dry off and enjoy 
some hot tea. 

The church's high priest, Sarcem Delasharn, is attending cer- 
emonies at the High Temple of St. Cuthbert in the distant capi- 
tal city. Jenya runs things in her master’s absence. Jenya is a Sth- 
level cleric. Her subordinates include two 3rd-level clerics, two 
2nd-level clerics (including Ruphus), and four 1st-level clerics. 
All of the clerics are lawful neutral and wear amulets displayed 
the symbol of their deity. A righteous 4th-level paladin of St. 
Cuthbert named Alek Tercival guards the temple and occasion- 
ally patrols the city astride his black warhorse, Avenger. 

After leaving the PCs to speak with Jenya, Ruphus does not 
return that evening. Instead, Jenya approaches the PCs. Read or 


paraphrase the following at this time 


‘As you wait for Ruphus toreturn, two figures rn 
somewhere deeper in the structure. ‘A young woman with 
premature streaks of gray in her rich brown hair steps for 
ward with her hand outstretched in friendship. She wears a 
‘brown obe with golden trim andthe symbol oft: Cuthbert 
“Good evening,” says the woman. “I have spoken to 
Ruphus and learned of his harrowing ordeal, as well as 
your remarkable heroism, I'm Jenya, the acting high priest. 
Lam in your debr.” 


CAMPAIGN SEED: THE CHURCH OF 

ST. CUTHBERT 

If the PCs rescue the cleric Ruphus Laro and see him safely to his 
temple, they gain a potent ally in the Church of St. Cuthbert. Jenya 
Urikas, who leads the church's congregation during the absence of 
the high priest, feels indebted to them for their selfless deed. 

The heroes may return to the Church of St. Cuthbert for healing 
as they wish; the clerics in attendance use their magic to mend 
injured PCs as best they can. Alek Tercival, the temple's paladin 
protector, might also offer his services if the heroes need further 
healing, advice concerning matters of law, or the strength of a pal- 
adin’s sword, 

In addition to providing healing, the temple can sell equipment, 
potions, and scrolls to the PCs. The PCs get a 20% discount as 
long as they remain in the temple's good graces. Discounted costs 


are listed parenthetically. 


Jenya leads the PCs to a room where they can sit down and 
enjoy a warm fire. If the PCs seem eager to leave, she invites 
them to stay long enough to entertain a proposal. She has not 
given up on helping the Lantern Street Orphanage, despite the 
recent attack on Ruphus Laro. If the PCs are willing to hear her 
proposal, she relates the following information: 

+ Four children were kidnapped from the local orphanage 
three nights ago. Their names were Deakon, Evelyn, Lucinda 
and Terrem. The children are the most recent victims in a series 
of strange disappearance and robberies. 

* The orphanage has two common bedchambers on the 
second floor—one for girls, the other for boys. Two children 
were taken from each room. None of the other children and 
none of the resident staff heard or saw anything. 

+ The orphanage has barred windows and excellent locks 
protecting its doors. The children are locked into their rooms at 
night to prevent any midnight mischief. 

+ In the wake of the kidnappings, the Church of St. Cuthbert 
has publicly vowed to locate the missing children and bring the 
kidnappers to justice. 

* To locate the children, Jenya borrowed an item from the 
church’ vault. The +1 holy heavy mace, called the Star of Justice, 
has the power to cast divination once per week. Only the 
church's high priest is supposed to wield this power; in his 
absence, Jenya felt justified calling on the mace's great power. 

* Jenya used the mace to ask the question, “Where are the 
children who were abducted from the Lantern Street Orphan- 
age?” The response she received was cryptic—show Player 
Handout #1: Divination Riddle to the players at this time. 

St. Cuthbert's cryptic riddle holds many clues. The first line 
refers to the locks on the doors of the Lantern Street Orphan- 
age; Keygan Ghelve, the locksmith who wrought them, owns a 
shop in town. The second line refers to the curtain in Keygan’s 
shop, behind which is hidden a secret door that leads to an 
abandoned gnome enclave under Cauldron. The third line 
refers to the gear-shaped doors in the gnome enclave, many of 


50 gp (40 gp) 
300 gp (240 gp) 
750 gp (600 gp) 
25 gp (20 gp) 
150 gp (120 gp) 
375 gp (300 gp) 


Pation of cure light wounds* 
Potion of cure moderate wounds* 

Potion of cure serious wounds* 

Scroll of cure light wounds* 

Scroll of cure moderate wounds* 

Scroll of cure serious wounds* 

*Or any other divine spell of similar level. 


The church keeps a ready supply of healing potions and scrolls. 
If the PCs request a potion or scroll that confers a different effect 
(such as a potion of delay poison or a scroll of lesser restoration), 
the church has a 100% chance -10% per spell level of having the 
requested item in inventory. If the PCs request more than one of 
the same available item (such as four potions of bull's strength), 
roll 1d4 to determine how many the church keeps in stock, 

In general, the Church of St. Cuthbert replenishes its supply of 
potions and scrolls every other week. 


which are trapped and none of which need be opened to reach 
the children. The fourth and fifth lines refer to a stronghold 
carved from black malachite, where the children are being held 
until they can be sold as slaves. The last line refers to the half 
dwarf slaver Kazmojen and his plans to sell the children to an 
eager buyer. 

Jenya believes (correctly) that the first line of the riddle 
holds an important clue. She is uncertain which “locks" the 
riddle refers to, but she suspects the riddle might be referring to 
the locks at the Lantern Street Orphanage. Jenya isn't a lock 
expert, nor does she know that most of the town's locks come 
from a single source. 

Creatures: Jenya is 30 years old, has brown eyes, and likes to 
wear her hair in various elaborate styles. Although she stands 
only 5 feet 4 inches tall, she walks tall and confronts evil with 
merciless resolve. Her good nature belies her fierce convic- 
tions, and she freely supports capital punishment for despicable 
crimes, including the kidnapping of orphaned children. 

# Jenya Urikas, Female Human Clrs (St. Cuthbert): CR 
5; Medium-size Humanoid (human); HD 5d8+5; hp 34; Init —1 
Spd 30 ft. (20 ft. in armor); AC 9, touch 9, flat-footed 9, or AC 17, 
touch 9, flat-footed 17 with armor with magic vestment spell; 
BAB +3; Grap +3; Atk +4 melee (1d8, masterwork heavy mace) 
or +2 ranged; SA turn undead 5/day; AL LN; SV Fort +5, Ref +0, 
Will +7; Str 10, Dex 8, Con 12, Int 13, Wis 16, Cha 14. 

Skills: Concentration +6, Diplomacy +9, Heal +12, Knowl- 
edge (history) +4, Knowledge (religion) +6, Listen +3, Spellcraft 
+6, Spot +3. Feats: Brew Potion, Scribe Scroll, Skill Focus (Heal). 

Spells Prepared (5/5/4/3; base save DC = 13 + spell level): o— 
detect magic, guidance, light, mending, purify food and drink; st— 
bless water, command, divine favor, magic weapon, sanctuary"; 
2nd—bull’s strength®, hold person, lesser restoration, shield other; 
3rd—create food and water, magic vestment®, searing light. 

*Domain spell. Domains: Protection (protective ward 1/day), 
Strength (feat of strength 1/day). 

Languages: Common, Dwarven. 

Possessions: Masterwork chain mail! (+1 with magic vestment 
spell), large steel shield’, masterwork heavy mace’, 2 scrolls of 
cure serious wounds, brown robe, 2 vials of holy water, keys to 
temple, holy symbol of St. Cuthbert. 

‘Jenya does not wear her armor or carry her mace during her 
initial meeting with the PCs. 

Development: Jenyé wants to hire the PCs to find the miss- 
ing townsfolk (the children, in particular) and punish the kid- 
nappers from their crimes. She offers each PC a potion of cure 
moderate wounds as a token of good faith and promises an addi- 
tional reward of 2,500 gp (total, not per PC) upon successful 
completion of the quest. The potion bottles are labeled with the 
symbol of St. Cuthbert. 

PGs can inquire about locks around town. A successful 
Gather Information check (DC 11) reveals that a gnome lock- 
smith named Keygan Ghelve fashions most of the town's locks. 
Most people can point heroes toward Keygan's shop on Lava 


Street without too much trouble. 


If the PCs don't think to ask around, Jenya suggests that they 
investigate the Lantern Street Orphanage and ask about the 
locks there. In the meantime, Jenya can compile a list of recent 
kidnap victims (see “Recent Abductees”) and have it ready for 
the PCs by morning. 


THE LANTERN STREET 

ORPHANAGE (EL 1) 

If the PCs accept Jenya’s quest, they might want to investigate 
the local orphanage for clues. Anyone at the Church of St. Cuth- 
bert can point the heroes in the right direction. Read the fol- 


lowing when they reach the orphanage: 


If the PCs knock, an elderly halfling woman opens the door a 
crack and peers out. Not recognizing the heroes, her eyes 
flicker with suspicion. “Who sent you?” she asks curtly. 

The woman is Gretchyn Tashykk (72-year-old female 
halfling Comt), the orphanage’s headmistress. If the heroes 
claim they are working for the Church of St. Cuthbert, 
Gretchyn demands proof. The heroes must either succeed at a 
Diplomacy check (DC 15) or show her the potion bottles bear- 
ing the St. Cuthbert label given to them by Jenya Urikas. 

‘Once she’s convinced that the heroes do not pose a threat to 
her or her children, Gretchyn lets them inside and apologizes 
for her gruff demeanor. 

The ground floor of the orphanage is dimly lit and contains a 
main hall (with a staircase leading to the second floor), 
kitchen with stairs leading down to a cellar pantry, a dining 
hall, a playroom for the children, a schoolroom, a small bath- 
room, and staff quarters. The second floor is divided into three 
rooms: a spacious bathroom with two large tubs and two large 
bedrooms filled with cots. One of the bedrooms currently holds 
19 girls; the other room holds 31 boys. 

Gretchyn tells the PCs that the orphanage has five staff mem- 
bers besides herself: 

+ Jaromir Copperbeard, the gardener (99-year-old male 
dwarf Com1); 

* Neva Fanister, the nurse (31-year-old female human Exp2; 
Heal +6). 

* Temar Flagonstern, the cook (48-year-old male human 
Com1); 

+ Willow Atherfell, the schoolteacher (54-year-old female 
half-elf Com1); 

+ Patch, the janitor (23-year-old male half-ore Com1/Rog1; 
see Creature below). 


The staff members all worked at the orphanage for several 
years, and Gretchyn trusts them implicitly, but the headmistress 
holds a special affection for Patch, the half-orc janitor. He was 
brought to the orphanage twenty years ago, and the abuse he suf- 
fered as a child left him without his left eye. He wears an eye 
patch to hide the empty socket, and the children seem especially 
fond of him. 

On the night they disappeared, no one saw or heard any- 
thing, «lthough one of the young boys remembered having a 
nightmare about an evil gnome with crooked teeth and a tat- 
tered cloak trying to snatch his breath; PCs can question the 
lad, but his nightmare is unrelated. If you want Gretchyn to 
provide more information about the four missing children, you 
can refer to the “Life's Bazaar” Web enhancement and the 
Player Handout: Kidnap Victims), 

Gretchyn also points out that the PCs aren't the only ones 
investigating the children’s disappearance. The morning after 
the disappearances, members of the town guard took state- 
ments from each staff member and questioned many of the 
children. One day later, a pair of half-elf investigators working 
for the Lord Mayor returned and questioned her again, but 
didn't speak to the children or other staff members. Gretchyn 
took their names, naturally: Fario Ellegoth and Fellian Shard. 
Although they exchanged some peculiar glances and asked 
many of the same questions as the guards, they seemed gen- 
uinely concerned for the children. 

The orphanage has good locks (Open Lock, DC 30) built into 
the front and back doors, and only Gretchyn has the key to open 
them. Gretchyn insists that she always locks the doors before she 
retires for the night. A PC rogue who inspects the locks and suc- 
ceeds at a Search check (DC 15) can determine that the locks 
were fashioned by the same locksmith and are in perfect work- 
ing condition. If asked, Gretchyn tells the heroes that Keygan 
Ghelve, a local locksmith, fashioned the locks for her many years 
ago, ‘and charged a pretty coin, let me tell you!” 

Creature: Unknown to anyone at the orphanage, Patch 
works for The Last Laugh. A low-ranking guild member named 
Revus Twindaggers contacted the half-ore last year and gave 
him 50 gp to “keep his eye” on Terrem Kharatys, one of the chil- 
dren, until the service was no longer required. Since then, Patch 
has honed his skills as a rogue and learned a few tricks from his 
new friend, indulging in petty acts of larceny. 

If the PCs succeed at a Diplomacy or Intimidate check (DC 
11) or otherwise persuade Patch to divulge what he knows “for 
his sake and that of the children,” he reveals his association to 
The Last Laugh and begs the PCs not to share this information 
with Headmistress Tashykk. 

Patch doesn't know who took the four children, although he 
suspectsThe Last Laugh might be involved because Terrem was 
among those taken. He did not step forward with this informa- 
tion because of his involvement with the guild. 

# Patch, Male Half-orc Comx/Rogt: CR 1; Medium-size 
Humanoid (half-orc); HD 1d4 plus 1d6; hp 7; Init +2; Spd 30 ft; 
AC 12, touch 12, flat-footed 10; BAB +0; Grap +3; Atk +3 melee 


(id4+3/19-20, dagger) or +2 ranged; SA sneak attack +1d6; SQ 
darkvision 60 ft., trapfinding; AL N; Fort +0, Ref +4, Will-1; Str 
16, Dex 15, Con 10, Int 10, Wis 8, Cha 11. 

Skills: Climb +5, Hide +4, Jump +5, Listen +0, Move Silently 
+4, Open Lock +4, Profession (janitor) +1, Spot +0, Tumble +4. 
Feats: Dodge. 

Languages: Common, Ore. 

Possessions: Dagger, small leather sack* (containing 45 gp, 72 
sp, 90 cp, and a set of masterwork thieves' tools given to him by 
Revus Twindaggers). 

*This item is hidden in Patch’s room and requires a successful 
Search check (DC 15) to find. 

Development: Patch has enjoyed more than a few drinks 
with Revus Twindaggers but has not seen the halfling ina 
month; he doesnt know where Revus lives, where he might be, 
or why The Last Laugh wanted him to watch over Terrem specif- 
ically. However, the half-orc dimly recalls ¢ conversation he had 
with Revus several months ago, shortly after their first meeting. 
When Patch asked why The Last Laugh was interested in 
Terrem, the tipsy halfling shrugged his shoulders and replied, 
“AIL know is that is has something to do with his dead parents.” 

If the PCs visit the Office of the Lord Mayor, they are denied 
an audience with the Lord Mayor himself but can obtain a list 
of recent kidnap victims (see “Recent Abductees”) with a suc- 
cessful Gather Information check (DC 15, —1 for each 2-gp 
bribe). If the heroes ask to meet with the half-elf investigators 
assigned to the case of the missing orphans, they are told that 
the Lord Mayor does not employ any half-elf investigators. The 
names Fario Ellegoth and Fellian Shard are met with raised eye- 
brows and blank stares. 

With no way to track The Last Laugh or the mysterious half- 
elf investigators, the only remaining avenue of exploration 
should lead the PCs to the local locksmith, Keygan Ghelve, 

Ad-hoc XP Award: If the heroes pry information from 
Patch, award them experience as if they'd defeated the half-ore 
in combat. 


THE STRIDERS OF FHARLANGHN (EL 3) 
At some point during the heroes’ investigation, they catch the 
attention of a pair of half-elves named Fario Ellegoth and Fel- 
lian Shard. 

The half-elves work for Meerthan Eliothlorn, a high-ranking 
member of a neutrally aligned organization called the Striders of 
Fharlanghn. Although many of the Striders worship Fhar- 
langhn (the god of roads and horizons), Meerthan does not. Still, 
he shares the organization's hatred of the Cagewrights, seeing 
them as a threat to the balance of power in the realm. A half-elf 
wizard himself, Meerthan is in town posing as a dwarven mer- 
chant named Tyro Amberhelm; he currently stays at The Drown- 
ing Morkoth Inn. Meerthan has sent Fario and Fellian to 
uncover evidence of the Cagewrights' involvement in the recent 
string of abductions. See the “Life's Bazaar’ Web enhancement 
for more information on Meerthan Eliothlorn and the Striders 
of Fharlanghn. 


Fario and Fellian have learned that the Church of St. Cuthbert 
plans to investigate the abductions, in particular the disappear- 
ance of four children from the local orphanage. Since the high 
priest of St. Cuthbert is out of town, Meerthan suspects the 
church will turn to private investigators for help. He has cast 
Rary’s telepathic bond on himself, Fario, and Fellian, and made it 
permanent using a permanency spell. The three remain in constant 
telepathic contact, speaking in Draconic or Elven whenever pos- 
sible, Fario and Fellian watch the temple and orphanage (respec- 
tively) from distant rooftops, using spyglasses to get a better 
view. Once they've identified the PCs, the half-elves attempt to 
follow them without being detected. Meerthan has provided 
them with potions of invisibility, but each dose lasts only 10 min- 
utes, so the half-elves use the potions sparingly. 

Creatures: Fario Ellegoth and Fellian Shard are relatively 
young and inexperienced Striders of Fharlanghn. They hope to 
learn more from Meerthan, as well as gain some prestige within 
the organization. Despite their friendship, the half-elves' ambi- 
tions and competitiveness sometimes get the better of them, 
and they constantly strive to one-up each other. 

Fario is 20 years old with a pale complexion, crisp blue eyes, 
silky blonde hair pulled back in three braids, and a pinky finger 
missing from his left hand. Fellian is 19 years old with a tanned 
complexion, bright green eyes, a small scar across his right eye- 
brow, curly black hair, and a cackling laugh. 

$ Fario Ellegoth, Male Half-elf Rogr/Ftr1: CR 2; 
Medium-size Humanoid (half-elf); HD 1d6+1 plus 1d10+1; hp 
14; Init +2; Spd 30 ft; AC 14 (touch 12, flat-footed 12); BAB +1; 
Grap +3; Atk +4 melee (1d8+2/19-20, longsword) or +0 melee 
(1d8+2/19-20, longsword), -1 melee (1d6+2/19-20, short 
sword) or +3 ranged (1d6+2/x3, mighty composite shortbow); 
SA sneak attack +1d6; SQ half-elf traits, trapfinding, Rary’ tele- 
pathic bond (with Fellian and Meerthan); AL N; SV Fort +3, Ref 
44, Will 4; Str 14, Dex 15, Con 13, Int 12, Wis 8, Cha 10. 

Skills: Bluff +4, Climb +6, Diplomacy +2, Disguise +4, Escape 
Artist +6, Gather Information +2, Hide +6, Listen +1, Move 
Silently +6, Open Lock +6, Search +3, Sense Motive +3, Spot +1, 
Swim +5, Tumble +6. Feats: Two-Weapon Fighting, Weapon 
Focus (longsword). 

Languages: Common, Draconic, Elven. 

Possessions: Leather armor, longsword, short sword, mighty 
composite shortbow [+2 Str] with 20 arrows, 2 potions of invisibil- 
ity, gray cloak, spyglass, leather pouch containing 8 gp and 25 sp. 

 Fellian Shard, Male Half-elf Rog1/Clrx (Fharlanghn): 
CR 2; Medium-size Humanoid (half-elf); HD 1d6+1 plus 1d8+1; 
hp 12; Init +2; Spd 30 ft; AC 14, touch 12, flat-footed 12; BAB 
+0; Grap —1; Atk -1 melee (1d8-1/19-20, longsword) or +2 
ranged (1d6/x3, shortbow); SA sneak attack +1d6; SQ half-elf 
traits, trapfinding, Rary's telepathic bond (with Fario and 
Meerthan); ALN; SV Fort +3, Ref +6, Will +4; Str 8, Dex 14,Con 
12, Int 13, Wis 15, Cha 10, 

Skills: Bluff +4, Concentration +2, Diplomacy +2, Disable 
Device +5, Disguise +4, Escape Artist +4, Forgery +3, Gather 
Information +4, Heal +4, Hide +6, Listen +4, Move Silently +6, 


Search +5, Sense Motive +6, Spot +4, Tumble +6. Feats: Light- 
ning Reflexes. 

Spells Prepared (3/3; base save DC 12 + spell level): 0—detect 
magic, light, read magic, resistance; 1st—divine favor, entropic 
shield*, shield of faith. 

*Domain spell. Domains: Luck (re-roll 1/day), Travel (free- 
dom of movement for 1 round 1/day). 

Languages: Common, Draconic, Elven. 

Possessions: Leather armor, longsword, shortbow with 20 
arrows, 2 potions of invisibility, 2 scrolls of cure light wounds, gray 
cloak, spyglass, holy symbol of Fharlanghn, leather pouch con- 
taining 13 gp and 15 sp. 

Tactics: The half-elves stay out of sight as long as possible. 
Their plan is to follow the PCs wherever they go, hoping to dis- 
cover a connection between the recent abductions and the 
Cagewrights. If the PCs actively try to spot pursuers, have them 
make Spot checks opposed by the half-elves’ Hide checks. 
Apply a—1 penalty to the Spot check for every 10 feet of dis- 
tance between the spotter and the nearest half-elf pursuer. 
‘Apply an additional -2 penalty if it is raining or foggy. 

If the PCs attack them with ranged weapons, the half-elves 
duck into a nearby alley or scamper over a nearby wall. Fellian 
might cast entropic shield on himself, hoping to dodge some mis- 
sile attacks, If the PCs pursue them relentlessly, Fario and Fel- 
lian quaff their potions of invisibility. 

If the PCs face imminent demise fighting the forces of evil, 
the half-elves come to their aid. Fario waits until Fellian casts 
divine favor (+4 luck bonus to weapon attack rolls and damage 
for 1 minute) and shield of faith (+2 deflection bonus to AC) on 
himself, allowing them to enter the fray during the same round. 
Fario wields two weapons—a longsword and short sword. The 
two half-elves try to flank their quarry, tumbling to avoid 
attacks of opportunity and hoping to deal sneak attack damage. 
After the fight, if he is positively disposed toward the PCs, Fel- 
lian might offer to heal them using his cure spells or scrolls. 

If they are at risk of being captured or killed—either by the 
PCs or by evil creatures—Fario or Fellian use the permanent 
Rary’s telepathic bond to alert Meerthan (as a free action). 
Meerthan can roll initiative; on his turn, he whisks away the 
half-elves using his bracelet of friends. 

Development: Once they are discovered, Fario and Fellian 
try to avoid a conflict with the PCs, Instead, they offer co 
accompany the heroes on the remainder of their mission. They 
say they're good friends with Elethor Ashstaff, a half-elf wizard 
abducted from his home more than three weeks ago. They feign 
interest in finding Elethor and mention nothing of Meerthan 
or the Cagewrights. 

The half-elves dont stick around when the adventure is over; 
they have other tasks to complete on their master's behalf. Fario 
and Fellian could become mysterious recurring NPCs in the 
campaign, occasionally partaking in their own adventures and, 
like the PCs, gaining experience as they go. 

If the PCs complete their quest and deal no real harm to 
either half-elf, Meerthan might employ their expertise in the 


future, pethaps even offering them a place among the Striders 
of Fharlanghn once they've proven their mettle and demon- 
strated a willingness to fight the Cagewrights and their allies, 


CHAPTER TWO: 


Armed with St. Cuthbert’s riddle and suspicions concerning 
the local locksmith, the PCs investigate Ghelve’s Locks, a 
modest shop and dwelling on Lava Avenue. 

Keygan Ghelve, the locksmith, gave the skulks and dark 
creepers skeleton keys fitting most of the town’s locks. Using 
these keys, the kidnappers were able to enter their victims’ 
homes without too much fuss. However, Keygan is an unwill- 
ing accomplice eager to make amends—if only the evil skulks 
would release his familiar from captivity. 

The PCs’ ultimate goal is to find the secret door under the 
staircase (see area G3). Beyond the secret door lies the aban- 
doned gnome enclave of Jzadirune, the current lair of the 
skulks and dark creepers. Jzadirune also holds Keygan’s captive 
familiar and the way to the kidnapped townsfolk. 

Read or paraphrase the following when the PCs arrive at 
Ghelve's Locks: 


"A small turret dominates the farade of this two-story black 
stone building. Iron bars are embedded in the thick window 
frames, Beyond the turret’s ground-floor windows, you can 
see a lovely display of locks, from large to small, simple to 
complex. To the left of the turret, above heavy oak door, 
_ swings a simple sign that reads GHELVE'S LOCKS. _ 


Ghelve's Locks opens at sunrise and closes at sunset, The 
shop also closes for an hour around lunchtime, when Keygan 
runs most of his errands. 

Keygan charges fair prices for his locks (see Chapter 7: 
Equipment in the Player's Handbook for prices). Although he has 
plenty of locks in inventory, he can make an average lock in 3 
days and a good lock in 5 days; he lacks the skill to make amaz- 
ingly good locks but has a few for sale. (He occasionally makes 
trips to the capital city to buy such high-quality merchandise.) 

The front door has three good locking mechanisms, each 
requiring a separate key or Open Locks check (DC 30) to open. 
The door is unlocked during work hours. If the PCs knock on 
the door at night when the shop is closed, Keygan goes to the 
kitchen on the second floor (area G4), opens one of the shut- 
tered windows facing the street, and says, “Shop's closed, friend. 
If the PCs ask to speak with him 
about recent events in the city, he replies, “Ir’s late, and I'm not 


Come back after sunrise. 


ready to talk business—yours or mine. Come back tomorrow!” 
Only a compelling argument—and a successful Diplomacy or 
Intimidate check (DC 14)—will persuade him to let the PCs 
inside. Ifa PC threatens him and fails the Intimidate check, 
Keygan rushes downstairs to cast hold portal on the front door, 
adding +5 to its break DC. 


PCs can force their way inside, but the front door is sturdy 
and the windows have bars hidden behind locked wooden 
shutters (Open Lock, DC 30). An iron grill embedded in the 
chimney mortar keeps Small intruders from crawling down the 
chimney. 

PCs might attempt to sneak inside while Keygan is running 
errands during lunch hour. Before setting out, the gnome casts 
an alarm spell on the front door (the spell lasts 2 hours). The 
spell activates whenever someone other than Keygan crosses 
the door's threshold, and the noise is loud enough to alert 
Keygants closest neighbors (who are kind enough to summon 
the town guard). 

© Front Door (strong, iron-bound wood): 2 in. thick; 
Hardness 5; hp 30; break DC 25; three good locks (Open Lock, 
DC 30) 

Interior Door (good wood): 1 1/2 in. thick; Hardness 5; 
hp 15; break DC 18; good lock (Open Lock, DC 30). 

Window Shutters (simple wood): 1 in. thick; Hardness 
5; hp 10; break DC 15; good lock (Open Lock, DC 30). 

@ Window and Chimney Bars (iron): 1 in. thick; Hard- 
ness 10; hp 30; break DC 24. 

@ Typical Lock: Hardness 15; hp 30; Open Lock (very 
simple; DC 20, average: DC 25, good: DC 30). 


MEETING KEYGAN (EL 3) 
Unless the PCs break into his shop while Keygan's running 
errands in rown, they likely encounter the locksmith here. 

Creature: Keygan Ghelve is 110 years old, with salt-and- 
pepper hair and a neatly trimmed mustache and goatee. His 
bushy eyebrows, creased face, and graven frown make him 
look frumpy and dour, but he possesses a sly wit and a disarm- 
ing manner. 

Keygan doesn't like clients looking down on him while 
they're haggling over price. During business hours, he wears a 
pair of wood-and-iron stilts that clamp to his calves and wears 
extra-long pants to hide them. The stilts make him appear 
nearly 6 feet tall. He is accustomed to walking on the stilts and 
suffers no penalty to his speed. He does not wear the stilts at 
night or while running errands, and he leans them in a corner 
by the stairs when they're nor in use. 

Although he never lived in Jzadirune, Keygan visited the 
gnome enclave several times in his youth and spent the rest of 
his free time learning the locksmith trade and helping his 
father run Ghelve's Locks. He stopped visiting the enclave 
when a magic plague called the Vanishing caused many of 
Jeadirune's denizens to fade into nothingness. His shop hides 
the only known entrance into Jzadirune, although only a hand- 
ful of gnomes living in Cauldron know this. After 75 years, 
Jzadirune had faded from most people's memories. 

Somewhat bored with his business, Keygan began studying 
magic about one year ago. A little over three months ago, a gang 
of skulks and dark creepers found their way into Jzadirune 
from below. They followed the staircase up to the locksmith’s 
shop, crept inside, and surprised both Keygan and his rat famil- 


brow. Taking the familiar 
they blackmailed 
Keygan into telling them every- 


iar, S 


hostage, 


thing he knew about Cauldron 
When the skulks learned that the 
gnome had crafted many of the 
town's locks, they made him 
create a single key that could 
open all of them. Fearing they 
would kill him and his familiar, 
Keygan created special “skeleton 
keys” that would opén any of his 
own locks, He then gave them a 
meticulous list of everyone in 
town to whom hed sold locks in 
the past ten years 

Keygan is not proud of his 
complicity, but he will not act 
against the skulks so long as 
they're watching him and holding 
his familiar hostage. 

$ Keygan Ghelve, Male 
Gnome Exp3/Ill1: CR 3; Small 
Humanoid (gnome); HD 3d6+3 
plus 1d4+1; hp 17; Init +1; Spd 20 
ft.; AC 12, touch 12, flat-footed 11; 
BAB +2; Grap 3; Atk +2 melee 
(1d3-1/19-20, dagger) or +4 ranged (1d6/19—20, light cross- 
bow); SA spells; SQ gnome traits; AL LN; SV Fort +2, Ref +2, 
Will +5; Str 8, Dex 12, Con 12, Int 13, Wis 10, Cha 11 

Skills; Appraise +4, Craft (alchemy) +3, Craft (locksmithing) 
+10, Diplomacy +3, Disable Device +7, Knowledge (local) +4, 
Listen +5, Open Lock +10, Profession (locksmith) +6, Search +4, 
Spot +3. Feats: Scribe Scroll, Skill Focus (Craft [locksmithing]), 
Skill Focus (Open Lock), 

Spells Prepared (4/3; base save DC = 11 + spell level): 0—detect 
magic, ghost sound, open/close, mage hand; 1st—alarm, color spray, 
hold portal 

Forbidden Schools: Conjuration, Necromancy. 

Languages: Common, Dwarven, Gnome. 

Possessions: Gnome-sized dagger, gnome-sized light crossbow 
with 10 bolts (stored in area G3), magnifying glass, 3-foot stilts 
with extra-long pants, vest sewn with pockets holding 12 keys 
(these open all locked doors, windows, and containers in 
Ghelve's Locks). 

Tactics: If the heroes accuse Keygan of criminal wrongdo- 
ing or collusion, he denies their accusations. However, if they 
try to stir up pity for the kidnap victims, Keygan grows 
increasingly nervous and belligerent as he struggles to deal 
with his complicity. 

Persuading Keygan to reveal the truth requires good role- 
playing coupled with a successful Diplomacy or Intimidate 
check (DC 14), The PCs can also gain his trust with a charm 
person spell. Even then, the cagey gnome doesnt blurt out the 


truth where one or more skulks might hear him (see area G3). 
Instead, he tries to warn the heroes that he is not alone, using 
subtle gestures (arching eyebrows, a nod toward the back of his 
shop, and so forth) to tip them off. A successful Sense Motive 
(or Wisdom) check (DC 10) is required to correctly interpret 
Keygan’s strange behavior. 

If attacked, Keygan tries to incapacitate as many PCs as pos- 
sible using his color spray spell. If all of the PCs are knocked 
unconscious by the spell, Keygan binds them with rope found 
in his workshop. It takes him 2 rounds to fetch the rope and 
return with it, and 2 rounds to bind a single character, The 
skulk assigned to watch Keygan (see Development, below, and 
area G3) helps Keygan tie up the characters, then heads down to 
Jzadirune to fetch reinforcements. PCs can free themselves 
with a successful Escape Artist check (DC 10 + the binder's Use 
Rope check result). 

If his color spray fails horribly, or if he takes 9 or more points 
of damage, Keygan surrenders and promises to reveal every- 
thing he knows (see Development, below). 

Development: One skulk guards the shop at all times, The 
skulk hides on the second-floor balcony overlooking area G3, 
within view of the secret door under the staircase. Hidden from 
plain sight, the skulk can overhear conversations in the shop 
and jump on anyone who detects the secret door under the 
staircase. The skulk does not come to Keygan's rescue if the 
gnome is attacked in his shop. 


If he can be coaxed into helping the PCs find the missing 
townsfolk, Keygan reveals the following information about 


Jaadirune and its current denizens: 

+ His rat familiar is located in a dark place within one mile, 
and through his empathic link, he can sense both the rat's 
hunger and fright. 

+ The kidnappers include two types of creatures: “tall ones” 
and ‘short ones.” The “tall ones” resemble naked, hairless, gen- 
derless humans with blue pupilless eyes and gray skin that 
changes color, allowing them to blend perfectly with their sur- 
roundings. They are usually encountered in pairs or threes and 
usually leave the shop wearing cloaks. The “short ones” are sin- 
ister gnomelike creatures with pallid skin, large noses, and soft 
black hooves for feet. They wear black cloaks and cowls that 
help them hide in shadows. 

+ The kidnappers share a common language that Keygan 
doesn't recognize (Undercommon). 

+ If the kidnappers havea leader, Keygan hasnt seen it. The 
“tall ones” and “short ones” seem to get along just fine with- 
our one 

+ Keygan gave the kidnappers three different-sized skeleton 
keys that can open most of the town’s locks (any lock with an 
Open Lock DC of 30 or lower). One of the “tall ones” carries the 
keys ona silver ring (see area J15). 

+The “tall ones” wield rapiers and light crossbows. The “short 
ones” wield sharp daggers. 

* The “tall ones” have imprisoned Keygan’s rat familiar, Star- 
brow, somewhere in Jzadirune. 

« Jzadirune was a small enclave inhabited by gnome spell- 
casters. The enclave was abandoned 75 years ago after a magical 
plague called the Vanishing swept through it. The disease 
caused several of Jzadirune': residents to slowly fade away into 
nothingness. Keygan doesn't know whether the plague still 
poses a threat. 

+ Jzadirunc’s doors are gear-shaped and designed to roll to 
one side or the other. Many of them bore traps that only the 
gnomes could safely bypass. 

Keygan can provide a worn map of Jzadirune (see area Gs), 
but he will not accompany the PCs into the gnome enclave 
unless charmed or forced at swordpoint. Although Keygan 
remembers his father telling him about secret passages in 
Jeadirune, Keygan doesnit know where any of them are, and 
they are not shown on his map. Keygan'’s memory of the vari- 
ous chambers and their contents is sketchy, at best. 

Ad-hoc XP Award: Award full experience for Keygan if the 
PCs befriend him or persuade him to make amends. Award half 
experience for Keygan if the PCs kill him without provocation. 


KEY TO GHELVE’S LOCKS 
(AREAS GI-G5) 


‘The following encounters are keyed to the map of Ghelve's 


Locks. 


GI. STORE FRONT 


This store front smells of wood and pipe smoke. Two 
padded chairs flank a hearth containing a small yet lively 
fire, The fireplaces carved mantle bears atinderbox, a small 
vase of dried smoking leaves, and a finely wrought collec- 
tion of pipes. 

‘A burgundy strip of carpet leads from the entrance to the 
wall across from it, where you can see dozens—perhaps 
hundreds—of keys hanging from tiny hooks. the keys 
‘come in all shapes and sizes. 

A handsomely engraved mahogany counter stretches along 
‘one wall. Behind it hangs a red curtain that neatly hides the 
rest of the store, 


Keygan likes his customers to feel comfortable. The padded 
chairs, hearth, smoking pipes, and other accoutrements are 
intended to put visitors at ease. 

The keys hanging on the wall open various locks. When 
Keygan sells a lock, he points to the key thar opens it and allows 
the customer to remove it from the wall—a bit of ceremony 


goes a long way. 


‘Treasure: PCs searching the counter find a book containing 
a complete list of sales made in the past several years and a 
locked iron strongbox (Open Lock, DC 30). The strongbox 
holds three removable shelves; the top shelf holds 233 cp, the 
middle shelf holds 150 sp, and the bottom shelf holds 126 gp 


and 4 pp. 


G2. WORKROOM 


The door to this room is locked with a good quality lock (Open 
Lock, DC 30). 


Unlike the front of the store, the contemis of this room are 
not neatly arranged. A stout-legged wooden table and 
matching stool stand at odd angles in the room, and tiny 
mechanisms and tools litter the tabletop. The floor is clur- 
tered with upright kegs holding tiny gears, screws, metal 
lock casings, tumblers, springs, and keys. A bucket of coal, a 
short-handed spade, and a small iron oven equipped with a 
miniature bellows occupy the far corner of the work room. A 
lantern rests on another stool near the door. 


Keygan stores the raw materials for his locks and where he 
works his craft in this room. It takes him several nights of tire- 
less work to finish a single lock, and he can make locks of vary- 
ing quality and complexity. 

The tools and lock components found here aren't valuable, 
except to a skilled locksmith. 


G3. LOCK DISPLAY AND STORAGE CEL 2) 

A red curtain separates this area from the front of the store. If 
the characters part the red curtain or peer through the store's 
display windows, read or paraphrase the following: 


Black curtains partially obscure a window niche that faces 
the street. Ornate locks and complex locking mechanisms 
are neatly displayed in the niche. 

‘The room itself looks tidy, but lived in. Carpets cover the 
stone floor, and a broom leans against the railing of a 
wooden staircase leading up to a second floor balcony. Three 
wooden chests rest in the middle of the floor, their lids 
bound shut with sturdy iron padlocks. Small tables, shelves, 
and benches hold various knick-knacks, and a framed por- 
trait of a silver-haired gnome hangs next to a tall wooden 
box at the base of the stairs. The wooden box contains an 
intricate array of ticking gears, counterweights, and cylin- 
drical chimes, surmounted by a circular face that bears the 
numerals 1 through 12 on its circumference. 


The construct at the base of the stairs is a grandfather clock 
built by Keygan’s father, who is expertly depicted in the framed 
portrait, The clock weighs 300 pounds. 

A secret door is hidden in the wall of the staircase, right next 
to the red curtain. The secret door is well hidden and locked. 
With a loud squeal, it pushes open to reveal a 10-foot-square land- 
ing at the top of a stone staircase that descends into darkness 

Secret Door (wood); 2 in. thick; Hardness 5; hp 20; break 
DC 15; Search (DC 20); Open Lock (DC 20). 

Creature: A skulk hides on the balcony overlooking this 
room, It sheds its dark cloak when it detects intruders, improv- 
ing its chance to hide. 

Skulk: CR 2; Medium-size Humanoid (skulk); HD 248; 
hp 12; Init +2; Spd 30 ft; AC 12, touch 12, flat-footed 10; BAB 
+1; Grap +1; Atk +3 melee (1d6/18-20, rapier) or +3 ranged 
(1d8/19-20, light crossbow); SQ innate nondetection, peerless 
camouflage, trackless path; AL CE; SV Fort +0, Ref +5, Will—1; 
Str 10, Dex 14, Con 10, Int 11, Wis 8, Cha 6. 

Skills; Hide +22 (+7 when clothed), Move Silently +12 (+4 
when clothed), Feats: Weapon Finesse (rapier). 

Innate Nondetection (Su): Skulks are difficult to detect using 
Divination spells such as clairaudience, clairvoyance, locate creature, 
detection spells, and items such as crystal balls. If a Divination is 
attempted upona skulk, the caster of the Divination must succeed 
ata caster level check (1d20 + caster level) against DC 20. 

Peerless Camouflage (Ex): Skulks can move at full speed 
(and can even run) while hiding, suffering no penalties on 
Hide checks due to movement. 

Trackless Path (Ex): The DCs of all Wilderness Lore checks 
to follow the trail of a skulk are increased by 10. 

Languages: Undercommon. 

Possessions: Rapier, light crossbow with 20 bolts, dark cloak. 

Tactics: The skulk leaps down when PCs find the secret door 
or motion toward the staircase, landing on its feet in a square 
adjacent to its intended target. The skulk must succeed at a 
Tumble check (DC 15) to avoid taking 1d6 points of damage 
from the 10-foot drop. The skulk loses the advantage of higher 
ground but gets a free attack during the surprise round if the 
PCs fail a Listen check and Spot check (opposed by the skulk’s 


Move Silently and Hide checks, respectively) 

The skulk fights until captured or slain. 

Treasure: The locks and mechanisms in the windows are 
nonfunctional display models and worth only a few copper 
pieces each. Keygan’s valuable merchandise is kept in the three 
locked chests (Open Lock, DC 30). The first chest holds 
Keygan's light crossbow and 10 crossbow bolts (all sized for a 
Small character). The second chest twenty-five very simple 
locks (20 gp each) and sixteen average locks (40 gp each). The 
third chest holds eight good locks (80 gp each) and three amaz- 
ing locks (150 gp each). The total value of the locks is 2,230 gp. 

The grandfather clock, as an heirloom and oddity, might be 
worth as much as 2,500 gp to an interested buyer. The portrait of 
Keygan’s father (illustrated by an unknown artist) is worth 5 gp. 

Development: PCs who step through the secret door find 
themselves on a dark landing. A stone staircase (see area Jx) 
descends into Jzadirune and the next chapter of the adventure. 


G4. KITCHEN AND PANTRY 

This kitchen contains all the basic amenities, including a 
table with an hourglass resting atop it. A fireplace dominates 
one wall, with pots hanging from hooks on either side. Two 
cabinets with frosted-glass doors hold dishware and utensils. 
A half-barrel washbasin stands in the far corner next toa 
locked pantry. 

All of the furniture seems sized perfectly for a gnome or 
halfling. 


Nothing in kitchen appears out of place. The lock on the 
pantry is very simple (Open Lock, DC 20). Apart from the 
expected supply of preserved foodstuffs, spices, and soap, the 
pantry contains little of interest. 

Treasure: The hourglass is worth 25 gp intact. 


G5. KEYGAN’S BEDROOM CEL 1) 


Keygan locks the door to this room at night before he goes to 
sleep. The door comes with a good lock (Open Lock, DC 30). 


‘This richly appointed bedroom holds furniture sized for a 
person of small stature. You spot a coat rack by the door, a 
cozy bed with a hand-sewn comforter, a clean bedpan, a 
chest of drawers at the foot of the bed, a wooden screen with 
birds painted on its panels, a wardrobe, and a small bookcase 
with some books and trinkets on it, A lantern sits atop a 
small end table by the bed. 


The wardrobe holds Keygan’ clothes, including several small 
vests and three pairs of boots. 

The chest at the foot of the bed holds three drawers, all held 
shut by a single good lock {Open Lock, DC 30). The drawers 
hold the following: 

Top Drawer: This drawer holds a varnished wooden comb, a 
sewing needle and spools of thread, blank pieces of parchment, 
a jar of sepia ink, and some quills. 


Middle Drawer: This contains some 
handwritten notes on lock designs. 
Buried under them is 2 map of 
Jzadirune written on a tattered piece 
of coarse leather (see Player Hand- 
out #2: Players’ Map of Jzadirune) 
The map does not reveal secret pas- 
sages ot show any of the new passages 
dug by the dark creepers. 

Bottom Drawer: This drawer con 
tains Keygan's spellbook (see Trea- 
sure, below). The drawer is also 
trapped (see Trap, below 

Trap: Two spring-loaded scything 
blades sweep out from narrow com 
partments between the drawers 
when the bottom drawer is opened 
without the proper key. This trap 
resets itself automatically 

7 Scything Blades: CR 1; +5 
2d6 points of slashing 
DC 19); Disable 


19); automatic reset 


melee 
damage); Search 
Device (DC 


Treasure: The bottom drawer of 


the chest holds Keygan’s spellbook, 
which contains the following spells: 
O—dancing lights, detect magic, ghost 
sound, open/close, light, mage hand, 
mending, prestidigitation, read magic; 
tst—alarm, change self, color spray 
detect secret doors, hold portal, mage 
armor, reduce, summon monster I, 
unseen servant 

The painted screen is finely 
wrought and worth 25 gp intact. The 
bookczse holds some mundane sto: 
rybooks, including a thick volume 
titled Building Better Locks (worth 10 


gp to alocksmith 


CHAPTER beta 


Gnome architects and artisans designed and built much of 
Cauldron. One of these architects, a gnome wizard named 
Jzadirune, also found time to carve out a secluded enclave 
beneath the city for himself and his kin. The enclave, which 
was named after its creator, became a sanctuary for gnome 
spellcasters and mastercrafters. Jzadirune became known as a 
place to build or acquire wondrous magic items 

The wizard Jzadirune died of natural causes a few years after 


realizing his dream. Meanwhile, the enclave continued to 


churn out new magic items, Its forges spit out magic rings by 


the handful, its weavers spun magic clothing to pack a hundred 


PLAYERS’ HANDOUT #2: MAP OF JZADIRUNE 


wardrobes, and young gnomes were taught the fine arts of 
scroll scribing, wandmaking, and potion brewing. The gnomes 
of Jzadirune were also known for their way with machinery, 
creating an assortment of mechanical automatons. 


Seventy-five years ago, the gnomes of Jzadirune fell prey to a 


magical plague called the Vanishing. The origin of the plague 
remains a mystery, although some scholars speculate that the 
gnomes’ unorthodox methods for creating magic items 
spawned the disease. Others hypothesize that an unscrupulous 
competitor or a dissatisfied customer created the disease to put 
the gnomes out of business. All that is known for sure is that 
the Vanishing was born inside the gnomes’ magic items and 


infected anyone who handled them. 


Several gnomes succumbed to the Vanishing, fading away 
into nothingness. Unable to eradicate the disease, the gnomes 
destroyed nearly all the contaminated magic items and aban 
doned Jzadirune. Many continued plying their trade on the sur- 
face, without further misfortune. 

Although Jzadirune remained mostly abandoned in the 
intervening years, a few monsters have managed to find theit 
way into the enclave from the Underdark. A gang of dark creep- 
ers moved into the complex over a year ago and found many of 
its doors protected by magical traps. To circumvent the traps, 
the dark creepers used a pair of pulverizer automatons to drill 
narrow passages between various rooms, allowing them to nay- 
igate the complex without needing to open trapped doors. A 
few months after the dark creepers settled in, a coterie of skulks 
arrived. ‘he skulks were spies for the half-troll slaver Kazmo- 
jen, sent to find a way to the surface. After a few fatal skirmishes 
with the dark creepers, the skulks negotiated a peace, helped 
the dark creepers kill a few other monsters that had claimed 
parts of the enclave, and found a route to the surface 


Jeadirune remains home tothe skulks, the dark creepers (and 


their dark stalker leader), and an assortment of other nasty crit 
ters. The enclave also plays host to several lingering magical 


effects, left in play by the previous gnome tenants 


GEAR DOORS (EL 1 PER DOOR) 


Most of the doors in Jzadirune are gear-shaped, Each door is 


designed to roll into a nearby wall cavity when properly 
opened, The 4-foot-diameter door is carved from 6-inch-thick 
wood and encircled with a ring of molded iron teeth. The entire 
door is encased within a double-frame of beveled stone. 
Burned into the center of each door is a glyph representing 
one of nine letters (in the Gnome language): J, Z, A, D, I, R, U, 
N, and E, The various glyphs are depicted in Player Handout 


#3: Jzadirune Glyphs. PCs who speak Gnome recognize the 
glyphs instantly, A successful Decipher Script check (DC 15) 
also reveals what each symbol means, as does a comprehend lan- 
guages spell. 

The gear doors are normally locked. Opening or closing a gear 
door requires a slim, rectangular, rod-shaped key to open. The 
key fits neatly into a tiny, diamond-shaped slot carved into the 
ymbol at one end. For the 


doorframe, and each key bears a tiny s 
key to work, the symbol on the key must match the glyph on the 
Diagram #1: Gear Door and Key for a diagram show- 


door. 
s placed in 


ing a “J” door and matching “J" key. If the wrong ke 


PLAYERS’ HANDOUT #3:JZADIRUNE GLYPHS 
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J Z A D 


causes a 


a door, nothing happens. Inserting the proper k 


locked door to open or causes an open door to roll shut and lock 

A knock spell successfully opens a locked door, However, 
opening a gear door without the proper key activates a trap. 

§ Gear Door (strong, iron-bound wood): 4 in. thick, 4 ft 
diameter; Hardness 5; hp 60; break DC 26; good lock (Open 
Lock, DC 30). 

Trap: Most of the gear doors in Jzadirune are trapped. The 
nature of the trap depends on the glyph inscribed on the door, 
as shown below, The trap continues to function until the dooris 
opened or destroyed. 

Any of the following traps can be dispelled by casting a suc- 
cessful dispel magic (DC 22). The nature of the trap depends on 
the glyph inscribed on the door; see Player Handout #3: 
Jzadirune Glyphs for illustrations of the nine different glyphs. 

“J” Door: A door inscribed with the “J” glyph releases clouds of 
corrosive gas when improperly opened. The gas fills a 10-foot- 
by-10-foot-by-10-foot volume on each side of the portal. Anyone 
standing in range is engulfed and takes 2d6 points of damage;a 
successful Reflex save (DC 12) halves the damage. 

/’ Corrosive Gas Trap: CR 1; 2d6 points of damage; Reflex 
save (DC 12) for half; Search (DC 21); Disable Device (DC 20); 
automatic reset 

“Z" Door, A door inscribed with the “Z” glyph has no real trap, 
but a Leomund's trap spell makes one think that opening the 


door improperly will trigger a deadly magic effect. Any attempt 
to disarm the trap fails, and nothing happens when the trap is 
“sprung.” 

“4” Door: A fan of magical flames, similar to a burning hands 
spell, fills the two 5-foot-squares directly in front of the door 
when it is opened improperly, Anyone standing in the area is 
engulfed, taking 3d4 points of fire damage; a successful Reflex 


save (DC 12) halves the damage. 
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(7 Burning Hands Trap: CR 1; 3d4 points of fire damage; 
Reflex save (DC 12) for half, Search (DC 22); Disable Device 
(DC 19); automatic reset, 

“D" Door: Crackling electricity fills the open doorway. The 
first creature that passes through the doorway takes 1d8+5 
points of electricity damage. The electricity field dissipates after 
dealing damage. 

7 Shocking Grasp Trap: CR 1; 1d8+5 points of electricity 
damage each; no save allowed; Search (DC 22); Disable Device 
(DC 19); automatic reset. 

“1” Door: Six rays of frost spring from the doorway when it is 
opened improperly, striking random targets within 10 feet 
Each ray deals 143 points of cold damage with a successful hit 

7 Rays of Frost Trap: CR 1; 6 rays; +5 ranged touch (1d3 
points of cold damage); no save allowed; Search (DC 22); Dis- 
able Device (DC 18); no reset. 

“R” Door: Opening this door improperly instantly summons 1d3 
fiendish dire rats, The summoned creatures attack any non-gnome 
they encounter, disappearing after 5 rounds or when “slain.” 

(7 Summon Monster I Trap: CR 1; see below for summoned 
monster statistics; Search (DC 22); Disable Device (DC 19); 
automatic reset. 

# Fiendish Dire Rats (1d3): CR 1/3; Small magical beast; 
HD 1d8+1; hp 5 each; Init +3; Spd 40 ft., climb 20 ft.; AC 15, 
touch 14, flat-footed 11; BAB +0; Grap —4; Atk +4 melee (1d4, 
bite); SA disease; SQ darkvision 60 ft., cold and fire resistance S, 
scent, SR 2; AL LE; SV Fort +3, Ref +5, Will +3; Str 10, Dex 17, 
Con 12, Int 3, Wis 12, Cha 4. 

Skills: Climb +14, Hide +11, Move Silently +6, Swim +11 
Feats: Weapon Finesse (bite). 

“U" Door: Improperly opening this door triggers an alarm 
spell. Anyone within 60 feet of the door can hear the ringing 
alarm clearly. Reduce this distance by 10 feet for each interpos- 
ing closed door and by 20 feet for each substantial intervening 
wall. In quiet conditions, the alarm can be heard faintly up to 
180 feet away. The ringing lasts for 1 round. 

In addition, two spectral sickles appear in the air and swing 
at the nearest non-gnome creature, after which they disap- 
pear. The sickles pass right through armor as though they 
were ghost touch weapons, dealing 1dé points of damage with 
each successful hit. 

The alarm and spectral sickles are considered one trap for 
searching, disarming, and dispelling purposes. 

7 Alarm and Spectral Sickles Trap: CR 1; audible alarm 
plus +4 melee touch (1dé points of slashing damage, 2 sickles); 
Search (DC 22); Disable Device (DC 19); automatic reset 

“N” Door: A door inscribed with the “N” glyph releases 
clouds of twilight mist when improperly opened. The mist 
fills a 10-foot-by-10-foot-by-10-foot volume on each side of the 
portal. Anyone standing in range is engulfed and must suc- 
ceed at a Fortitude save (DC 13) or take 1d6 points of tempo- 
rary Dexterity damage. One minute later, a second save must 
be made to avoid taking another 1dé6 points of temporary Dex- 
terity damage. 


-f Twilight Mist Trap: CR 4; initial 1d6 Dex, secondary 1d6 
Dex; Fortitude save (DC 13) negates; Search (DC 21); Disable 
Device (DC 20); automatic reset. 

“E* Door: Three jets of flame fill the doorway whenever a non- 
gnome passes through the portal, dealing 3d4 points of fire 
damage. A successful Reflex save (DC 15) halves the damage. 
This trap activates each time a creature other than a gnome 
crosses the portal. 

7 Flame Jet Trap: CR 1; 3d4 points of damage; Reflex save 
(DC 15) halves damage; Search (DC 21); Disable Device (DC 
19); automatic reset. 

‘Ad-hoc XP Award: The PCs should not receive experience 
points for every door trap in Jzadirune, since they can navigate 
the dungeon without disturbing many of the gear doors. Feel 
free to award XP the first time the PCs disable or survive a par- 
ticular door trap; if they encounter the same trap again, they 
should gain no XP for surviving or “defeating” it 


SECRET DOORS 


The secret doors in Jzadirune blend-perfectly with the sur- 
rounding stonework. Except where noted otherwise, any secret 
door in Jzadirune can be found with a successful Search check 
(DC 20). 

Secret doors resemble 4-foot-square sections of stone that 
pivot on a central vertical axis. A cleverly hidden knob, panel, 
or pedal opens the door when depressed, 


THE VANISHING (EL 2) 


The Vanishing exists because of a botched magical experiment 
that happened 75 years ago in Jzadirune. The exact conditions 
of the experiment are forgotten, and the disease spread quickly 
throughout the enclave before its origin could be ascertained. 

The Vanishing clings to Jzadirune’s magic items, infecting 
creatures that use their power. Although the gnomes tried to 
destroy all items infected with the contagion, they were not 
entirely successful. A few contaminated items still linger in for- 
gotten corners of the enclave, waiting to be found. 

A living creature that uses a contaminated magic item isn't 
immediately aware of the danger. One of the disease's most insid- 
ious qualities is that it uses the item's magic aura to mask its own 
faint Transmutation aura. Thus, a detect magic spell does not reveal 
the diseases presence (although a true seeing spell reveals a faint 
‘Transmutation aura in addition to the item's own aura). 

A creature infected with the Vanishing must succeed at an 
immediate Fortitude save (DC 15) or suffer 1d6 points of 
Charisma damage after a 1-day incubation period. Once a crea- 
ture takes Charisma damage, it turns translucent, becoming 
increasingly transparent (and taking damage) with each pass- 
ing day. Although the disease presents the illusion that the 
victim is fading away, the creature remains solid and does not 
actually turn incorporeal. Equipment is not rendered trans- 
parent by the disease. 

The transparency affords one advantage: Any creature 
reduced to half its Charisma or less by the disease is so trans- 


parent that it gains a +4 circumstance bonus on Hide checks. 


Successful saves do not allow an afflicted creature to recover. 


Only magical treatment can save a victim of the Vanishing. A suc- 


cessful dispel magic (DC 21), remove disease, or remove curse spell 


cast upon the afflicted creature cures the malady. Unlike normal 
diseases, the Vanishing cannot be treated using the Heal skill 

A creature reduced to 0 Charisma by the Vanishing fades 
away, leaving behind any items worn or held. The creature is 
slain, its body is lost, and it cannot be restored to life using a 
raise dead spell (although reincarnate, resurrection, and true resur- 
rection work), 

The effects of handling multiple infected items are not 
cumulative, The Vanishing cannot be passed from one creature 
to another by touch. Paladins are immune to the Vanishing 

of The Vanishing: CR 2; Contact; incubation 1 day; 1dé Cha 
(temporary damage); Fortitude save (DC 17) negates damage. 


OTHER DUNGEON FEATURES 


Unless stated otherwise, all rooms and corridors in Jzadirune 
are unlit, Most corridors have empty sconces along the walls 
(for torches), while most rooms have small hooks dangling 
from ceiling chains (for hanging lanterns), 

All 10-fo 
The dark creepers’ roughly hewn tunnels are tubular and 5 feet 


ide corridors have flat, 10-foor-high ceilings. 


in diameter. 
Ceiling heights in rooms vary widely. Assume a room has a 
10-foot-high ceiling unless stated otherwise. 


KEY TO JZADIRUNE 
(AREAS JI-J63) 
The following encounters are keyed to the map of Jzadirune— 


the gnome enclave. 


Ji. DESCENDING STAIRS 


A stone staircase, its steps shrouded with cobwebs and dust, 
descends twenty feet to a 10-foot-square landing, then bends 
to the right and plunges into darkness. 


Characters with the Track feat can make a Search check (DC 
12) to notice small hoof prints (left by the dark creepers) in the 
dust. On a roll of 22 or higher, they also notice human-sized 
bare footprints (left by the skulks, who are more difficult to 
track). The tracks suggest the ascent and descent of multiple 
creatures, perhaps as many asa half dozen. 

The staircase is unlit, although an iron torch sconce is 


mounted to one wall on each landing. 


J2. WELL-HIDDEN SECRET DOOR (EL 1) 
When the characters reach this landing, read or paraphrase the 


following text: 


The staircase descends another 20 feet before opening into 
a room. From this landing, you can hear strange sounds 


emanating from the chamber below, specifically chirping 


birds, rustling leaves, and cheery giggles. The landing itself 
is bare save for an empty iron torch sconce mounted on the 
south wall. 


The strange noises emanate from area J3. A secret door in the 
south wall is expertly hidden and requires a successful Search 
check (DC 25) to locate. Turning the nearby torch sconce a quar- 


ter-turn clockwise opens the secret door; otherwise, the door can 


be opened with a successful Open Lock check (DC 20) or knock 
spell. Turning the sconce counter-clockwise triggers a Trap. 

Characters with the Track feat can make a Search check (DC 
12) to notice small hoof prints (left by the dark creepers) on the 
dusty steps. On a roll of 22 or higher, they also notice human- 
sized bare footprints (left by the skulks, who are more difficult 
to track), The tracks lead both upstairs and downstairs. 

Trap: Turning the torch sconce counterclockwise causes the 
eastern end of the 10-foot landing to tilt upward. Anyone on the 
landing tumbles down the 20-foot staircase to the west, taking 
ful Reflex save 


damage and landing prone in area J3. A success 
halves the damage. The trap and sconce reset after the trap has 
been triggered 

7 Tilting Floor: CR 1; 2d6 points of damage; Reflex save 
(DC 12) for half damage; Search (DC 25); Disable Device (DC 


20); automatic reset. 


J3. GIGGLING MASKS 


The staircase ends at a 40-foot-square room with a 10-foot-high 
ceiling. A slight draft blows into the room from a 10-foot-wide 
‘open passage in the far wall, directly across from the stairs. 

‘Two 4-foot-diameter circular doors are set into the middle 
of the south wall. Each door is made of wood and framed 
with a ring of mortared stones. The westernmost door is 
closed and inscribed with a strange glyph. The easternmost 
door bears a different glyph but rests half-open. The half- 
open door reveals an iron rim of gearlike teeth, and dim 
light spills from the chamber beyond. 

Mounted to the walls of the room are twelve tarnished 
copper masks. The masks are 2 feet tall and cling ¢ feet above 
the floor. Each one depicts a smiling gnome'’s visage. The soft 
giggling, chirping, and rustling noises seem to pour from 
the very walls. 


The sounds of giggling gnomes, rustling leaves, and chirping 
birds are the result of permanent ghost sound spells cast within 
the chamber. A successful dispel magic (DC 23) cast on the room 
removes the effect 

The twelve copper masks are held to the walls with sovereign 
glue; attempting to pry off a mask without the aid of universal 
solvent requires a Strength check (DC 24) and results in the 
masks destruction. 

The mask located to the left of the west tunnel (marked with 
an X) has a permanent magic mouth spell cast on it. When a living 
creature enters the 10-foot-square directly in front of the mask, 
its mouth moves and says the following in Common 


‘Welcome to Jzadirune—behold the wonder! 
But beware, ye who seek to plunder. 
‘Traps abound and guardians peer 
Beyond every portal, behind every gear. 


Treasure: Intact or melted down, the tarnished copper 
masks are worth 1,000 cp (10 gp) each. 

Development: If the characters make any noise or bring a 
light into the room, the skulks in area J4 detect them and 
cannot be surprised. 


J4. LURKING IN SHADOWS (EL 4) 

The gear door to this room is partially open, creating a roughly 
crescent-shaped gap just wide enough for a Medium-size char- 
acter to squeeze through, The door has been wedged open with 
a chunk of stone; removing the stone causes the door to close 
and lock, as well as reactivates the door's trap (see Gear Doors 
for details). The room beyond is unlit. 


A dozen small cots and chests line the walls of this 10-foot- 
high dusty room. Cobwebs blanket many of the cots and 
chests, and tiny spiders scurry about. Two rough-hewn tun- 
nels, each 5 feet in diameter and tubular, breach the east- 
ern and southern walls. Stony rubble covers the floor near 
each tunnel. 

A 1-foot-long iron rod lies in the middle of the floor, its 
golden tip shedding enough light to cast lurid shadows on 
the walls. 


The skulks and dark creepers usually meet here before embark- 
ing on a surface raid. The skulks also rest here from time to 
time. The glowing rod lying on the floor is a sunrod with 1 hour 
of light remaining. 

The twelve chests strewn about the room have been picked 
clean by the skulks, and any valuables were taken to area Js6 

Creatures: Two naked skulks feast on the spiders in this 
room. When they detect intruders, the skulks flank the north- 
ern doorway and attempt to hide. 

 Skulks (2): hp 9, 8; see area G3 for complete statistics and 
possessions. 

Tactics: When an intruder enters the room, each skulk 
attempts a surprise attack {gaining a +2 bonus on its attack roll 
for flanking). On the following round, one skulk flees through 
the southern tunnel and heads to area Jx5 to alert the skulk 
ern tunnel and 


there. The second skulk flees down the eas 
heads to area J44 to alert the dark creepers. The skulks use their 
peerless camouflage ability to remain hidden while fleeing. 

The skulks are cowardly and do not engage multiple foes for 
more than a single round before fleeing. 

Development: If one or both skulks escape, all other skulks 
and all dark creepers within Jzadirune are alerted to the PCs’ 
presence, Sounds of battle here have a 50% chance of alerting 
the skulks in area Jxs and Js9, neither of whom come to thei 
comrades’ aid. 


JS. DUSTY BARRACKS 
The room holds fifteen cots and fifteen small chests, covered in 
cobwebs and dust. None of the chests is locked. 

Each chest contains a dusty wool blanket, some worthless 
personal effects, and an off-white tabard emblazoned with the 
symbol of Jzadirune—an insignia depicting a wooden gear 
with a yellow, eight-pointed star in its hollow center. 


J6. SECRET HALL WITH SPIKED PIT (EL 2) 


This dusty, cobweb-filled hall has a 10-foor-high ceiling and 
walls carved with frescoes depicting dour gnomes clad in 
chain shirts and helms, and brandishing hooked hammers. 
‘There are no obvious doors leading from this hall. 


Three secret doors open into this hall: one at the south end of 
the hall (leading to area J3), one along the west wall (leading to 
area J7), and one at the north end (leading to area J35). The 
western secret door is concealed behind a gnome fresco and is 
especially difficult to detect (Search, DC 22). 

‘Trap: The northernmost 10-foot-square section of floor con- 
ceals a 20-foot-deep pit (Search check, DC 17, to detect), The 
pit's hinged lid opens when at least 150 pounds of weight is 
applied, although a successful Disable Device check (DC 17) 
jams the lid shut. Pulling down the lever in area J34 locks the 
lid and deactivates the trap. 

Anyone standing on the lid when it opens must succeed at a 
Reflex save (DC 15) or fall into the pit, taking 2d6 points of 
damage from the fall, damage from the spikes lining the pit, 
and landing prone 

For a far more inventive and deadly version of this trap, see 
the “Life's Bazaar” Web enhancement. The tilt-a-pit trap found 
there can be substituted for this trap, as well as the pit traps in 
areas Jx2 and Jx4. 

-(” Spiked Pit Trap (20 feet deep): CR 2; 2d6 points of 
damage (fall) plus +3 melee (1d4 points of piercing damage, 1d4 
spikes); Reflex save (DC 15) prevents fall; Search (DC 17); Dis- 
able Device (DC 17). 


J7. SECRET ARMORY 


Bare, dusty shelves line the north wall of this 20-foor-square 
room. Freestanding weapon racks fill the southern half of 
the room, but most of the weapons have been removed. 
Three small steel shields and a suit of cobweb-choked half- 
plate armor hang from hooks along the south wall. Several 
more hooks remain bare. Below them rests a large wooden 
chest secured with a dusty padlock. 


The gnomes took most of the weapons and armor when they 
abandoned Jzadirune. However, a few items were left behind in 
their haste to vacate the complex. 

‘Treasure: The chest is bound with an average padlock (Open 
Locks, DC 25). It contains the following items: 

* 16 crossbow bolts 


+ 2smokesticks 


+ Athunderstone 

* Atanglefoot bag. 

A hidden compartment in the lid of the chest can be found 
with asuccessful Search check (DC 22); tucked inside this com- 
partmentis a wand of burning hands (25 charges; command word 
“Sizzle") infected with the Vanishing (see The Vanishing for 
details). 

A thorough search of the room also reveals the following 
weapons and armor: 

+3 gnome hooked hammers 

+2 light picks 

+1 heavy pick 

#1 Small suit of half-plate armor 

+ 3 small steel shields emblazoned with the symbol of 
Jeadirune (see area J5). 


J8. SLEEPING QUARTERS 
Nothing remains in this room except four decrepit cots, four 
small wooden chests, and a wooden dresser with four drawers. 
Everything is draped in cobwebs. 

The gnomes removed all items of value from this room 


before abandoning Jzadirune 75 years ago. 


J9. NURSERY 


Eight small cradles line the outer walls of this dark, 10-foor- 
high room. A wooden playpen, a rocking unicorn, and a lov- 
ingly crafted wooden toybox rest in the middle of the room. 
Everything is shrouded with dust and cobwebs. 


The outside of the toybox has frescoes of dancing gnomes 
and small, burrowing animals; a few toys and painted letter 
blocks can be found within, Nothing of value remains in this 
abandoned nursery. 


JIO. WRECKED QUARTERS 


‘This chamber’s furnishings—three small cots, a small table, 
and a dresser—have been smashed to flinders, the wreckage 
strewn across the floor, A lonely chain hangs from the | 
‘Genter ofthe-10-foouhigh ceiling, andialantern les smashed” 


in one corner. 


The skulks entered thiy room though a secret door in the 
south wall (leading to area Jax) and thoroughly searched it for 
treasure. A brief skirmish erupted when one of the skulks found 
a potion tucked in the dresser; after quaffing the potion, the 
skulk succumbed to the Vanishing and now lurks in area J2x 

Characters who explore the room and succeed at a Search 
check (DC 15) find the jagged shards of a shattered potion 
bottle on the floor. 


Jil, SECRET TREASURY AND PIT LEVER 


‘Small mounds of rubble fill this 10-foot-high, 20-foor-square 
chamber. Most of the detritus is piled near a roughly hewn, 5- 
foot-diameter tunnel bored into the west wall. Three wooden 


chests sit in the middle of the floor. The chests’ lids are carved 
and painted with anthropomorphic figures resembling a 
badger, a fox, and a rabbit respectively: The smashed remains 
of three padlocks lie strewn around the chests. 

‘A wooden lever juts from an iron plate set into the south 
wall. The lever looks like it can slide up or down, and is cur- 
rently in the “down" position. 


‘The wooden lever controls the pit trap in area Jx2 (or a tilt-a- 
pit trap if you're using the Web enhancement). Pulling the lever 
up locks the pit’ lid and deactivates the trap, allowing creatures 
to cross the pit safely. 

The three chests were once locked and trapped with summon 
monster I spells, but the skulks smashed the locks, triggered the 
traps, and defeated the summoned monsters. They also 
removed most of the valuable items from the chests; however, a 
few items escaped their notice (see Treasure, below). 

Treasure: The badger chest is completely empty. The fox 
chest appears empty as well but contains a false bottom that can 
be found with a successful Search check (DC 24). Inside the 
secret cavity is a finely wrought silver bracelet (worth 25 gp). 
small pouch containing three citrines (worth 50 gp each), and a 
tiny glass vial containing dust of illusion, 

The rabbit chest contains an unremarkable-looking gray bag 


with a Nystul’s undetectable aura spell cast on it. A detect magic 


spell reveals the bag's magical nature but masks its aura. The bag 
is actually a gray bag of tricks. 

The dust of illusion and the bag of tricks are infected with the 
Vanishing (see The Vanishing for details). 


Ji2. SPIKED PIT (EL 2) 


‘A featureless, 30-foot-long hall connects two round doors. A 
narrow, 5-foot-diameter tunnel breaches the middle of the 
pope alls beats oh ete arenesy prone dee ee 
the floor near the tunnel’s mouth. 


A secret door in the north wall leads to area Jxx. Directly across 
from the secret door, a rough-hewn runnel leads to area Jx3. 

Trap: The easternmost 10-foot section of floor is a pit trap. 
The trap is identical to the one in area J6. 

7 Spiked Pit Trap (20 feet deep): See area J6, 


JI3. CAPTAIN'S ROOM AND PIT LEVER 


Rubble and splintered furniture fills this dark, 10-foot-high 
room. Mast of the detritus lies heaped between a pair of 5- 
foot-diameter tunnels crudely carved into the west and 
northwest walls. 

Awooden lever juts from an iron plate set into the east wall, 
near the door. The lever looks like it can slide up or down; it 
is currently in the “down' position. 


This room formerly belonged to Jzadirune'’s captain of the 
guard. A secret door in the south wall opens to reveal a dust- 
choked, 10-foot-square room. Hooks and shelves on the walls 


suggest that the chamber once served as a secret closet, but the 
Jast captain of the guard emptied it of valuables before leaving 
Jzadirune forever. The secret room no longer contains anything 
of value. 

‘The wooden lever in the east wall controls the pit trap in area 
Jx4, Pulling the lever up locks the pit’s lid and deactivates the 
trap, allowing creatures to cross the pit safely. 


JI4. SPIKED PIT (EL 2) 


The corridor ends with a pair of circular doors in the west 
and east walls, Dust and debris covers the floor, 


Trap: A pit trap (or a tilt-a-pit, if you're using the Web 
enhancement) lies in wait 10 feet from the south end of the 
hall. The trap is identical to the one in area J6. A dead, naked 
skulk hangs impaled on four of the pir’s wooden spikes. A 
rapier, a light crossbow, and six crossbow bolts lie scattered on 
the pit's floor. 

Pulling down the lever in area Jx3 locks the pit's lid and deac- 
tivates the trap. 

Spiked Pit Trap (20 feet deep): See area J6. 


JIS. SKULK DEN (EL 2) 


Dead rats, burnt tindertwigs, and bits of broken stone litter 
the floor of this room whose only furnishings include a cot 
against the northeast wall and a wooden chest bearing a 
dented lantern. The lantern is lit, but barely enough light 
escaped through its shutters to illuminate the room. Across 
from the round door in the west wall, a 5-foot-diameter 
tunnel carves its way east into darkness. 


Acloaked skulk sleeps in the cot (see Creature below). The 
wooden chest is unlocked and contains the Treasure. 

Creature: The sleeping skulk gets a Listen check to detect 
intruders; if its check is equal to or greater than its opponents’ 
worst Move Silently check, it awakens and reaches for its gear 
(which is stowed under the cot). If awakened by sounds of 
combat in area J4, the sleeping skulk casts off its cloak, grabs its 
equipment, and attempts to hide near the eastern tunnel. fone 
of the skulks from area J4 flees here, it also tries to hide after 
waking its sleeping companion. 

Skulk: hp 6; see area G3 for complete statistics. 

Possessions: Rapier, light crossbow with 20 bolts, dark cloak, 
thunderstone, three skeleton keys on a silver ring (the keys 
open any town lock with an Open Lock DC of 30 or lower). 

Tactics: If it hides successfully, the skulk waits until all of its 
enemies enter the room before attacking the rearmost foe with 
its rapier. After the surprise round, it hurls a thunderstone into 
the back room as it flees to area Jx7. The exploding thunder- 
stone alerts the skulks in areas J4, Jx7, Js8, and Js9. 

Treasure: The chest contains several items the skulks have 
found in the complex: 

+ 2 dark robes (bundled and tattered) 

*3 sunrods 


+2 flasks of oil 

+ 2tindertwigs 

+1 thunderstone 

+ Ceramic stage mask portraying the sad visage of an 
anguished gnome with rabbit ears (worth 5 gp) 

* Silver ring shaped like a serpent with tiny azurite gems for 
eyes (worth 25 gp) 

+ A silver ewer adorned with dancing dryads and set with 
moss agates (worth 75 gp). 


Ji6. MAP ROOM 

An illusory wall conceals the north entrance of this room. 
Although it looks like an unremarkable stone wall when 
viewed, physical objects and creatures can pass through it with- 
our difficulty, Touch or probing searches reveal the true nature 
of the surface, but do not cause the illusion to disappear. 


Carved into the south wall isa large map showing various inter- 
‘connected rooms and corridors. The lines of the map glow 
faintly but do not shed enough light to illuminate the chamber. 


The map on the south wall shows Jzadirune's rooms and cor- 
ridors, but none of its secret chambers or hidden hallways 
Show the players Player Handout #2: Players’ Map of 
Jzadirune at this time, and allow them to view it only as long as 


their characters remain in the room. 


JI7. HALL OF DANCING LIGHTS (EL 4) 


Flickering light spills from this great hall, and PCs who succeed 
ata Listen check (DC 10) also hear the sound of trickling water 
from within. 


Eight black marble pillars support the 30-foot-high ceiling 
of this majestic hall. The pillars are carved to resemble 
gnome artisans and warriors standing on each other's shoul- 
ders, bracing the vaulted coof with their collective strength. 
The walls are adorned with faded murals depicting gnomes 
in reverie—playing pipes, dancing, performing acrobatic 
stunts, drinking wine, and so forth. 

The 40-foot-wide hall widens to 60 feet at the south end, 
where you see a large circular pool enclosed by a semicircu- 
lar, 1-foot-high veined marble wall. Carved into the wall 
above the pool is a gnome visage with water spilling from its 
wide grin. 

Four bright lights illuminate the hall from end to end, 
corner to corner. They flicker and dance like torchlight and 
drift aimlessly about the hall, changing altitude and direc- 
tion ona whim, 

Two piles of rubble, one in the northwest corner and 
another in the southwest corner, add elements of imperfec- 
tion to this grand hall. 


Jzadirune has many lingering magical effects, one of which 
is the permanent dancing lights spell cast in this hall. The lights 


create many shifting shadows, allowing the skulks in this hall 
to hide (see Creatures, below). A successful dispel magic (DC 
23) cast on the dancing lights dismisses them 

The 20-foot-diameter pool provided most of Jzadirune's 
fresh water supply. Purification spells rid the water of contami- 
nants; although the spells are long gone, the water remains 
drinkable. The gnomes used to cast coins into the pool for 
good luck; the dark creepers swept up the tarnished coins 
shortly after they arrived. 

The dark creepers created the two piles of rubble digging the 
5-foot-diameter passages that lead to areas J4, J15, J56, and Jso. 
The skulks have hidden some Treasure in the southernmost 
pile of rubble 

Creatures: Two naked skulks lurk behind the southern pil- 
lars. They attack anyone who dares to explore the south end of 
the hall. 

 Skulks (2): hp 10, 9; see area G3 for complete statistics. 

Possessions: Rapier, light crossbow with 20 bolts, thunderstone. 

Tactics: If possible, the skulks try to flank a single opponent 
and attack with their rapiers, They hurl their thunderstones at 
enemy spellcasters who remain out of melee range and gain 
one-half cover (+4 bonus to AC, +2 bonus on Reflex saves) when 
firing their crossbows from behind the pillars. The skulks flee 
through the south tunnel if either takes 5 or more points of 
damage. They hole up in area J56. 

‘Treasure: Characters searching through the southern pile of 
rubble can make a Search check (DC 20). A successful check 
unearths a small, engraved wooden box adorned with prancing 
sylvan creatures and set with shards of lapis lazuli. Inside, the 
box is filled with gears and other mechanical components. A 
tiny silver crank also rests inside the box. When the crank is 
inserted into a hole in the front of the box and turned, the inte- 
rior mechanisms produce soft, cheery music. The music box is 
worth 200 gp intact. 

Development: Loud noises in this hall will alert the crea- 
tures in areas J4, Jx5, J21, J58, and Jso. 


J18. STORAGE 


This 20-foot-high room has two levels: a 20-foot-square 
lower level to the west and a 10-foot-by-20-foot loft to the 
east, A wooden ladder connects them. 

Stacked crates and casks fill the lower level. A cabinet 
stands against the north wall of the loft, which also contains 
a heavy wooden trunk. Everything is draped with cobwebs. 


A secret door at the back of the loft opens into area Js8. Nei- 
ther the skulks nor the dark creepers have found the secret 
door—or found their way into this room. 

‘The crates are empty—their contents removed years ago by 
the former gnome occupants. The casks hold ale, but time has 
rendered the entire supply undrinkable and worthless. 

The cabinet holds dusty towels, two empry clay jugs, an iron 
kettle, and some crumbling bars of soap. 

The wooden trunk holds miscellaneous items; 12 candles 


wrapped in a square yard of canvas, two 50-foot-long hemp 
ropes, nine torches, an empty map case, and a small box con- 
taining flint and steel. 


JI9. GUEST QUARTERS 

The gnomes of Jzadirune set aside this room for honored 
guests. Three human-sized beds stand against the south wall 
Other furnishings include a table and four chairs, and a carved 
dresser. The three dresser drawers are empty, and the room 
holds nothing of value. 


J20. COSTUME AND PROP STORAGE 


This room contains six bulky wooden trunks, their lids 
thrown open and their contents disgorged. Strewn about the 
dusty floor are dozens of ornate masks, gaudy robes, fancy 
‘costumes, mock weapons carved from wood, gnarled staffs, 
and similar stage props, A few costumes dangle from coat 
racks, wooden mannequins, and wall hooks between some 
heavier props, including a wooden folding screen painted 
with stars, a stuffed wolf, and a wooden sun carved with a 
- grinning face. 


‘The gnomes staged elaborate plays in their small theater (area 
Jz2) and stored all of their costumes and props here. The skulks 
entered the room through the secret door in the south wall and 
searched the trunks for valuables, but found little of worth. 

The secret door in the west wall (leading to area J2x) is 
slightly ajar and therefore easier to detect than normal. Anyone 
searching the room spots it with a successful Search check (DC 
20). PCs peering through the crack in the door can see that the 
room beyond is torchlit, but little else. The slightly ajar secret 
door also allows the skulk in area J2x to hear PCs who noisily 
explore this room and its contents. 

Characters can find all sorts of costumes, masks, and props 
here—none of them magical or valuable. 


J21. VANISHING SKULK (EL 2) 

If the PCs approach this room without attempting to dim their 
light sources or soften their footsteps, the rooms denizen (a skulk 
afflicted with the Vanishing) hears them automatically and hides 
near one of the exits—whichever one is farthest from the PCs, 


Dead rats, broken bits of furniture, and debris litter the floor 
of this dusty chamber. A torch burns in a sconce between a 
round door and crudely burrowed tunnel in the west wall. 


A skulk lairs here. Itspends most of its time gnawing on dead 
rats and listening for other skulks 

Creature: This skulk found a potion in area Jo, imbibed it, 
and succumbed to the Vanishing. (The effects of the potion 
have long since expired.) The other skulks shun it, fearing they 
might catch the disease as well. This skulk has been left to its 


own devices. 


The skulk has nearly faded away and almost appears ghost- 
like. However, it brandishes a normal rapier and wears a black 
ceramic wolf mask taken from area J2o. It also wears a thick 
wolfgkin cloak, which it uses to keep warm. It sheds the cloek if 
it needs to hide. 

2 Skulk: hp 8; Cha 3; see area G3 for statistics and possessions. 

Skills: Hide +26 (+11 when clothed), Move Silently +12 (+8 
whenelothed). 

Possessions: Rapier, wolf mask, wolfskin cloak. 

Tactics: The skulk prefers to attack solitary foes. If it detects 
multiple enemies, it flees and hides in area Jx3 or J20, where it 
makegits final stand (if necessary). 


J22, THEATER (EL 2) 


pillars support the 20-foot-high vaulted ceiling 
room, which is illuminated by lanterns hanging in 
ers. Tattered red curtains dangle from iron rods 
ed to the walls and pillars, Four rows of ornately 
| benches stand in the rectangular area defined by 


ly set into the south wall is a raised wooden stage 
short staircases leading up to it. Black curtains 
ly conceal the back wall of the stage, which is 
with an elaborate woodland mural. 


If the PCs seat themselves in the theater or approach the 
stage, read or paraphrase the following: 


the black stage curtains flurters, and a small figure 
yut from behind it. A baby black bear—or rather, a 
wearing a bear costume—takes center stage, raises 
his lips, and begins speaking softly. 

t hath fallen in the Magic Woods, and while myried 
\d creatures dream, Willowbough and her faerie 
frolic beneath the sorcerous moon!" 

Il bear curls up into a ball on the stage and feigns 
‘Moments later, a female gnome with briars for hair 
‘on stage, as though she were standing invisi- 
ent ago, and begins dancing. Solemn music fills 


Lanterns lit by continual flame spells illuminate this theater 
The gnomes, faeries, and music are programmed illusions. If 
the P@é let the scene play out, they bear witness to the drama 
of Willowbough and Silverarrow, a somber tale of a dryad who 
falls imlove with a ranger, and Moontusk, the ranger's bitter 
wereboar nemesis who strives to ruin their love by destroying 
the dryad’s sacred tree. 

A trapdoor in the middle of the stage floor opens to reveal a 
3-foottall, cobweb-filled storage area under the stage. It con- 
tains both a Creature and the Treasure. 

Creature: A choker lurks under the stage and tries to grab 
any P@who descends through the trapdoor. 


2 Choker: hp 15; Monster Manual 36. 

Tactics: The choker uses its 10-foot reach its prey without 
getting too close to the trapdoor. If it succeeds in grabbing a 
character on the surprise round or the round following, the 
choker uses its extraordinary quickness to hold the trapdoor 
shut with one tentacle while choking its prey with the other. 
PCs trying to open the trapdoor must succeed at an opposed 
Strength check to pull open the trapdoor, or they can smash 
through it (hardness 5; hp 20). 

Medium-size and larger characters suffer a -2 penalty on 
attack rolls while fighting in the cramped understage area. 

Treasure: The understage area contains two items: a mas- 
terwork mandolin (100 gp) and an unlocked wooden chest 
The chest contains a fine cloak with a Nystul’s magical aura 
spell cast on it, a small locked spellbook (Open Lock, DC 25), 
a wand of detect secret doors (15 charges) infected with the Van- 
ishing, and a 5-inch-long steel rod with an engraved rune at 
one end and notches carved into the other (a key that unlocks 
all of the "J” gear doors in Jzadirune), 

The spellbook contains the following spells: change self, color 
spray, detect magic, ghost sound, invisibility, Leomund’s trap, mage 
hand, minor image, misdirection, Nystul’s magical aura, Nystul's 
undetectable aura, read magic, and silent image. The book can be 
sold for 325 gp. 

Development: If the skulk in area J2x hears the play 
unfold, it peers into the theater through a hole in the north- 
west curtain and observes the PCs. Meanwhile, the skulks in 
area Jx7 move to flank the archway east of the theater, attack- 
ing the first PC who steps through. 


J23. EMPTY GALLERY 


‘Two short flights of stairs lead up to a 70-foot-long, 30-foot- 
wide octagonal gallery with a 15-foorhigh vaulted ceiling. 
‘Twenty web-shrouded pedestals stand about the room, and 
the walls show signs of having once born tapestries and other 
fixtures. However, the items once displayed here have long 
since been removed. 


The gnomes of Jzadirune displayed many of their finest con- 
structs here but removed the precious displays when they aban- 
doned the complex. A secret door opens into area J24. 


J24. SECRET ART VAULT 

‘A mirage arcana spell makes this dusty room appear empty. 
However, tactile exploration of the room reveals several items 
leaning against the east wall (see Treasure, below). The paint- 
ings become visible if they are taken from the room. 

Treasure: Hidden by the mirage arcana spell are six framed 
paintings covered in gray dust cloths. Each painting measures + 
feet long and 3 feet tall and depicts a natural or mystical land- 
scape, The paintings can be sold to an interested art dealer for 
100 gp each. 


J25. KING’S HALL (EL 2) 


Marble staircases split this room into three levels: a rubble- 
strewn foyer to the east, a 10-foot-square marble landing, and 
an upper hall supported by two pillars sculpted to resemble 
petrified trees. Between the pillars rests a graven throne. An 
elderly gnome wearing ¢ silver crown is slumped in the 
throne, his soft snores echoing throughout the room. The 
30-foot expanse of wall behind the throne is carved with 
frescoes depicting a complex array of gears. 

Another noteworthy feature is a cherubic gnome’s face 
carved in bas-relief on the west wall of the landing. 


The cherubic bas-relief visage is part of a magical trap that 
triggers whenever a living creature sets foot on the 10-foot- 
square landing (see Trap, below) 

The ‘sleeping gnome king” is a permanent image cast upon the 
throne. In his lap rests an illusory scepter that fades away when 
touched. 

The throne’ right armrest contains a secret compartment that 
can be found with a successful Search check (DC 20). When the 
secret compartment is opened, the gnome king mumbles the fol- 
lowing words in his sleep, which can only be heard by characters 


standing within 10 feet: 


“Betrayed we ave by our own magic, 
One by one, we fade away— 
Jzadirune’s lost! Oh, how tragic! 
‘We curse the vanishing day." 


‘Trap: When a living creature sets foot on the 1-foot-square 
marble landing, a magic mouth spell cast on the gnome’ visage 
says in Common, “If you wish an audience with the king, place 
your finest coin in my mouth’ 

Any gold or platinum coin placed in the bas-relief's mouth 
is instantly teleported to the secret compartment in the 
throne’ armrest. Nothing more happens. If a PC drops a coin 
of lesser value in the mouth, the coin is not teleported away 
and the magic mouth says “Miser! What a paltry tribute! I curse 
you with clumsiness!" The PC must succeed at a Will save (DC 
17) or suffer a —6 penalty to Dexterity (as per the bestow curse 
spell); the PC’s Dexterity score cannot drop below 1. The curse 
is permanent until removed with a break enchantment, remove 
curse, or similar spell. Rogues cannot disable this trap, which 
resets after 3 rounds. 

a Bestow Curse Trap: CR 2; target suffers a—6 penalty to Dex- 
terity (permanent); Will save (DC 17) negates; Search (DC 24); 
Disable Device (n/a); automatic reset after 3 rounds. 

Treasure: The secret compartment in the throne’ armrest 
contains a bed of 75 gp (plus any additional coins teleported from 
the bas-relief visage’s mouth) and two S-inch-long steel rods, 
each with an engraved rune at one end and notches carved into 
the other. The rods are keys for the “N” and “E" gear doors, 
respectively. 


J26. AUTOMATON FACTORY CEL 4) 


Metal wreckage and broken gears lie strewn about 
foot-high, oddly shaped chamber. Standing in the mi 
the room is the half-built metal framework of a four- 
foot-tall construct with one arm ending ina spiked 
other arm is nowhere to be seen, 

Gear doors are set into the north and south walls. Near 
them, two roughly hewn tunnels lead into darkness, 

fill the corners of the room. 


Rega? 


A half-finished, nonfunctional pulverizer automaton gtands 
in the middle of the room; see pages 27-28 of the Monster 
Manual II for a picture and description of this constructs Lurk- 
ing behind the construct is the chamber's lone occupantsee 
Creature, below. 

PCs sifting through the debris can find the smashed remains 
of two work tables, several metal springs and gears, ametal 
pincer claw (similar to the one attached to the hammerer 
automaton in area Jx6), and bits of armor plating. Th@foom 
holds little of value, however. 

Creature: While scouring the dungeon for food and valtables, 
one of the skulks ran afoul of a raggamoffyn in area J3x. The ragg- 
amoffyn wrapped itself around the skulk and took control of its 
mind. The captured skulk seeks to lure another humanoid crea- 
ture (skulk or otherwise) into area J3x, where a second ragg- 
amoffyn waits to gain « host. Other skulks have encountered the 
captured one, but they fled to avoid a similar fate and have shied 
away from this part of the dungeon ever since, 

Captured Skulk/Common Raggamoffyn: CR 4; 
Medium-size Construct; HD 3d10 (raggamoffyn) and 2d8 
(skulk); hp 16 (raggamoffy1) and 10 (skulk); Init +2; Spd 30 ft; 
AC 17, touch12, flat-footed 15; BAB +1; Grap +3; Atk +3 melee 
(1d6+2/18-20, rapier) or +3 ranged (1d8/19~20, light eross- 
bow); SQ darkvision 60 ft., construct traits, shared damage (see 
below), innate nondetection, peerless camouflage, tra€kless 
path (see area J4 for details); AL N; SV Fort +1, Ref +3, Will +3; 
Str 14, Dex 15, Con 10, Int 11, Wis 15, Cha 6, 

Skills: Hide +7, Move Silently +4. Feats: Weapon Finesse 
(rapier), 

Shared Damage (Ex): An attack on a captured on@ deals 
half damage to the raggamoffyn and half damage to the domi- 
nated skulk. 

Languages: Undercommon. 

Possessions: Rapier. 

‘Tactics: As the PCs enter the room from the south, the cap- 
tured skulk bolts through the north runnel and heads to area J31. 

If the PCs approach from the north and the captured skulk 
has no way to reach area J3x, it attacks with its rapier If the 
skulk drops to 0 or fewer hit points, the raggamoffyn tries to 
claim a new host. 


J27. GEARWORKS (EL 3) 


Smashed tables and chairs litter the floor of this 
dreds of tiny wooden and metal gear mechanisms 


sundered crates, and a 4-foot- 
high mound of stone rubble fills 
the northwest corner. Mounted 
to the 20-foot-high ceiling are 
two large wooden fans strung 
with cobwebs, The fans are con- 
nected to some gears and rope 
belts that cross the ceiling and 
disappear into the wall on either 
side of the eastern exit. 

In the middle of the room stands 
something draped in a large gray 
sheet, The shrouded object is 
roughly 5 feet tall, 5 feet wide, 


and irregular in shape, 


The gnomes of Jzadirune used to 
make gears and other mechanisms 
here. The ceiling fans helped cir- 
culate the air. The fan belts con- 
nect to a pair of nonfunctional 
gearwork generators in area J28. 

Creature: The thing concealed 
beneath the sheet in the middle of 
the room is a pulverizer automa- 
ton. If the sheet is removed or the 
automaton disturbed, roll 1d20; 
On a roll of 11 or higher, it grinds 
to life and attacks anyone who is not a gnome or dark one 
within 40 feet (the range of its blindsight ability), Otherwise, it 
remains inactive until further disturbed 

Embossed on the surface of the construct (in Gnome) are the 
command words for activating and deactivating the automaton 
(‘thrymbryl’ and “myglym,’ respectively). Characters who 
cannot read Gnome cannot speak the command words correctly. 

When activated, the pulverizer will follow simple commands 
in Gnome (“kill all humans,” “halt,” “turn lei 
so on). It can climb stairs, but it is too wide to fit through gear 


urn right,” end 


doors or secret doors. If given conflicting commands in the 
round before it acts, it shuts down for 1 round. 

The dark stalker used this automaton to burrow tunnels 
through the rock. 

2 Pulverizer Automaton: hp 18; Monster Manual I 27 or 
see the “Life's Bazaar” Web enhancement. 

Treasure: The “heart” of the automaton is actually a deep 
blue spinel (worth 500 gp). Finding it requires a successful 
Search check (DC 24). 


J28. GENERATORS 
Set into the north and south walls of this corridor are six 10- 
foor-deep niches filled with dust and cobwebs. Some of the 
niches contain elaborate, gear-addled contraptions, A 
makeshift wall composed of wooden planks and braces 
blocks the eastern end of the hall. 


Four of the niches contain magically powered, gear-driven 
generators for the ceiling fans in areas J27, J29, and J3x. Rope 
belts connected to each generator disappear through holes in 
the ceiling of each niche. Pulling a lever activates or shuts down 
each of the eastern generators, although finding the lever 
requires a successful Search check (DC 12). The western gener- 
ators have had several gears removed from them and are no 
longer functional 

Each of the easternmost niches has a secret door at the back 
of it (leading to areas J29 and J3x, respectively). The two middle 
niches contain nothing but dust and cobwebs. 

The makeshift wall is described in area J39. 


J29. SECRET LIBRARY (EL 1) 
A permanent obscuring mist spell fills this chamber, obscuring all 
sight (including darkvision) beyond 5 feet. A dispel magic does 
not remove the mist, although a gust of wind disperses the mist 
after 4 rounds. 

If the characters explore the mist-shrouded room, read or 
paraphrase the following text 


Although you cant see anything beyond 5 feet, your prelim- 
inary exploration of the room reveals a thin carpet of stone 
rubble covering the floor, with mounds of shattered rock 
piled in nearby corners. Built into the walls are rows of stone 
shelves—perhaps bookshelves, although you see no books 


on them. The shelves might very well rise to the ceiling, 
which you cannot see. 

A ladder leans against the northwest wall. An ominous sil- 
houette in the middle of the room turns out to be a harmless 
wooden lectern. Before you can investigate further, you feel 
something crawl across your foot. 


This room was once a library, but the gnomes of Jzadirune 
removed their precious books before abandoning the complex. 
Mounted to the ceiling is a fan connected to a magical genera- 
tor in area J28. Activating the ceiling fan clears the room of mist 
after 4 rounds. 

The ladder allows one to reach the topmost shelves, just below 
the 15-foor-high ceiling. Both the shelves and the lectern are bare. 

All of the secret doors here are hidden behind movable sec- 
tions of shelving that require a successful Strength check (DC 
20) to open. The obscuring mist makes the secret doors harder to 
detect than normal (Search, DC 22), 

Creatures: Four 4-footlong monstrous centipedes attack 
PCs who explore this room. They scuttle out of cavities under 
the shelves and rubble. Roll for surprise normally, but apply a 
—4 penalty to the PCs’ Spot checks because of the obscuring mist. 

Attacks made against a centipede in an adjacent square suffer 
a 20% miss chance (for one-half concealment). The centipedes 
likewise have a 20% chance of missing with each of their 
attacks, since they don't have blindsight. Foes farther than 5 feet 
away have total concealment (50% miss chance). 

Small Monstrous Centipedes (4): hp 2 each; Monster 
Manual 207. 

Tactics: The centipedes pursue prey out of the room. They 
attack mindlessly until slain. 


J30. SCROLL STORAGE 
‘Arcane scrolls were once stored here, but the gnomes removed 
and destroyed all of them, fearing they might spread the Van- 


ishing, 

Entering the empty, dust-covered room sends a number of 
small, harmless spiders scurrying and triggers a programmed 
illusion. A elderly, translucent gnome wizard with a faintly 
glowing ruby in her left eye socket appears in the room and 
recites the following words in Common before fading away: 


“1 am Emirystul, librarian of Jzadirune. The scrolls you seek 
have been destroyed to keep you and others from fading into 
nothingness. The curse of the Vanishing began here, in these 
mystic halls, and here it will remain, Be careful what you 
find, and mind whatever magic was wrought here." 


Lf the secret door to the room is closed and reopened, the pro- 


grammed illusion resets 


J31. ALCHEMY LAB (EL 3) 


‘An acrid stench fills this 10-foot-high chamber, which con- 
tains two large tables draped in cobwebs. Alchemical appara- 


tus clutters one tabletop, while the other table has been 
flipped on its side, spilling its contents into the middle of 
the room. Amid the fragments of shattered glass lie some 
broken candles, some spent tindertwigs, various sundry 
utensils, and a pile of rags. 

‘A 5-foot-wide tunnel in the west wall leads into darkness. 
Against the opposite wall stands a cabinet, its doors set with 
jagged shards of frosted glass. It looks like someone smashed 
through the glass to reach the contents within. Mounted to 
the ceiling is a web-shrouded wooden fan connected to 
some gears and a rope belt that crosses the ceiling and disap- 
pears into the north wall. 


The pile of rags is actually the Creature. It waits until 
someone enters the room before attacking. The room's other 
contents are detailed under Treasure, below. The wooden ceil- 
ing fan connects to a magically powered generator in area J28, 
but it is currently “oft” 

Creature: A common raggamoffyn disguises itself as a pile 
of rags in the middle of the room 

4 Common Raggamoffyn: hp 1 
or see the “Life's Bazaar” Web 

Tactics: The raggamoffyn flies at the first character (or 
other humanoid creature) that enters the room. If it hits with 
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enhancement. 


its slam attack, it attempts to grapple its foe. If the grapple 
check succeeds, it can attempt to wrap itself around the victim 
next round and control the host on the following round. 

Treasure: The upright table bears an alchemist’s lab (worth 
500 gp) as well as the following items 

+5 empty glass flasks 

+6 flasks of harmless (nonmagical) powder 

+3 flasks of hardened sludge (harmless) 

* 2 flasks of acid (worth 10 gp each) 

* 20 tindertwigs (worth 1 gp each) 

+A s-inch-long steel rod with an engraved rune at one end 
and notches carved into the other. This key opens all “U" gear 
doors in Jzadirune. 

On the floor near the ‘pile of rags” rests a tanglefoot bag 
(worth 50 gp). 

The broken cabinet holds a few alchemical items of interest: 

+ 3 flasks of alchemists fire (worth 20 gp each) 

+4 vials of antitoxin (worth 50 gp each) 

* 2smokesticks (worth 20 gp each) 

* ssunrods (worth 2 gp each) 

+ Athunderstone (worth 30 gp) 

+ A vial containing 2 applications of universal solvent (worth 
2,000 gp). 

Development: If the captured skulk from area J26 retreats 
to this room, it hides behind the overturned table and grabs the 
tanglefoot bag lying on the floor nearby, It hurls the bag at the 
first PC to enter the room before leaping into combat. 


J32. SECRET POTION STORAGE 


Three cabinets stand against the walls of this 10-foot-high 
room. The cabinet doors hang open, and a shroud of dust 
covers the floor. 


The cabinets hold scores of flasks and vials containing liquids 
of various colors and consistencies. However, the gnomes dis- 
pelled all of the potions, believing they were contaminated with 
the Vanishing. None of the liquid stored here radiate magic, 
although many of the flasks bear labels with spell names on 


them (written in Gnome). 


J33. SLEEPING QUARTERS 


This room is identical to area J8. 


J34, PIT LEVER AND RUBBLE 


Chunks of broken stone and smaller debris fill this room. A 
wooden lever juts from an iron plate set into the west wall. A 
s-foot-diameter tunnel delves east into darkness. 


The wooden lever controls the pit trap (or tilt-a-pit trap, if 
youre using the Web enhancement) in area J6. Pulling the lever 
up locks the pit’ lid and deactivates the trap, allowing creatures 
to cross the pit safely. 

Characters searching through the rubble find some smashed 
furniture and, with a successful Search check (DC 22), a S-inch- 
long metal rod with a rune engraved on one end and notches 
carved into the other. This key opens all “Z” gear doors in 


Jzadirune. 


J35. FOYER AND IRON DOORS 


Four circular doors—each one bearing a different rune— 
lead from this dusty 15-foot-high room. However, you atten- 
tion is quickly drawn to a semicircular mosaic of engraved 
floor tiles that fans out from an arching set of double doors 
set in the north wall. Unlike the other portals, the northern 
doors are made of iron, embossed with gearlike patterns, and 
held to a stone doorframe by great iron hinges. 


The iron double doors are locked from the south side, 
although they can be pushed open with ease from area J36, The 
key to unlock them has been lost. Engraved on the semicircular 
floor mosaic in front of the doors are nine glyphs—the same 
ones that appear on Jzadirune’s gear doors (see Gear Doors for 
details), These are purely decorative and do not trigger any traps, 
magical or mundane 

Locked Iron Doors: 2 in. thick; Hardness 10; hp 60; break 
DC 28; good lock (Open Lock, DC 30). 


J36. GREAT FACTORY (EL 3) 


This enormous chamber has a ceiling that soars to a height 
of 45 feet at its peak. Two great marble pillars suppozt 
wooden balconies 15 feet above the chamber's west and east 
wings. Two iron-wrought spiral staircases—located in the 


southwest and southeast corners—connect the balconies to 
the ground floor. 

The furnishings on the ground level suggest some sort of 
assembly area. Desks occupy much of the area, although a 
few boxes and crates fill various corners and nooks. 

An 8-foot-diameter wooden gear hangs from the ceiling at 
the north end of the chamber, suspended by a pair of great 
iron chains. A bright light burns in the hollow center of the 
great gear, illuminating a great mosaic of interconnected 
gears painstakingly painted on the ceiling and walls of the 
room. The singular light casts many shadows throughout 
the chamber, and the faint sound of clattering gears res- 
‘onates from somewhere not too far away. 


Diagram #2: Area J36 provides a cross-sectional view of this 
room, as viewed from the south. 

A permanent ghost sound cast upon the room years ago invokes 
the sound of clattering gears, which doesn't travel far from this 
room. The great gear hanging from the ceiling is part of the 
chambers décor, and the bright light burning in its center is a 
continual flame spell. 

The gnomes of Jzadirune constructed most of their won- 
drous magic items here. Characters who search the desks and 
boxes find some of the raw materials needed to create such 
items, although the gnomes took the most valuable compo- 
nents with them when they left. 

The dark creepers received an unpleasant surprise when they 
first discovered their room, leading them to seal off the area 
with makeshift walls (see area J39). 

Creature: Not long after the gnomes left, a grell took resi- 
dence here. For years it fed on tiny rats and vermin. When the 
dark creepers arrived, the grell captured and devoured one of 
them. It currently lurks in the shadows above the eastern bal- 
cony, waiting for other succulent morsels to blunder into its lair. 

Grell: hp 32; Monster Manual II 121 or see the “Life's 
Bazaar" Web enhancement. 

Tactics: The grell drops down on prey from above or tries to 
grab a creature ascending the eastern spiral staircase. It uses 
its Flyby Attack feat to move both before and after taking an 
attack action. Thus, it can swoop down on an unsuspecting 
character, make a single tentacle attack, and hoist its grappled 
prey into the air. Any ranged attack made against the grell 


DIAGRAM #2: AREA J36 


after it grapples a character has a 50% chance of hitting the 
character instead 

‘Treasure: The bones and shredded black robe of the grell’s 
dark creeper victim lie atop the eastern mezzanine amid the 
dusty desks. Amid the remains, PCs can find the following items: 


* A masterwork dagger (sized for a S character) with a 
poison compartment holding one application of monstrous 
spider venom (Fortitude save DC 14; initial and secondary 
1d4 Str). 

* A potion of cure light wounds 

+ A potion of invisibility 

* A black pouch containing 80 cp and 32 sp. 

Since the potions were not created in Jzadirune, they are not 


afflicted with the Vanishing 


J37. CLASSROOM 


Small desks have been arranged in three concentric semicir- 
cles facing the south wall of this 15-foot-high octagonal room. 
Chalkboards set in stone frames along the three southern- 
most walls bear faded equations and formulas. A web- 
shrouded lectern stands in front of them, facing the desks. 
A pile of stony rubble spills from the mouth of a 5-foot- 
diameter tunnel that breaches the north wall. : 


Jzadirune's scholars used this classroom to teach young 
gnomes various subjects, including mathematics and the magi- 
cal arts. The dark creepers searched this room and found no 
valuables; PCs who search the chamber also find nothing of 
value, although a successful Search check (DC 20) reveals a 
secret door in the west wall that leads to the library (area J29). 


J38. WEAVER’S WORKSHOP 


A large wooden loom, its skeletal frame draped with cob- 
webs, stands in the middle of this 15-foot-high octagonal 
room. Three smaller spinning wheels surround it, also coy- 
ered with cobweb sheets. An iron coat rack stands next to 
‘one of them. 


‘The gnomes of Jzadirune wove clothing here. The three spin- 
ning wheels radiate moderate Transmutation magic when a 
detect magic spell is cast. 

Programmed mage hand spells cause the spinning wheels to 
spin and clatter whenever someone enters the room. The effect is 
harmless, but it may discourage interlopers from investigating 
the east wall, which conceals a secret door (leading to area J42). 


J39. MAKESHIFT WALL 

‘To confine the grell in area J36, the dark creepers erected these 
makeshift walls using wooden planks (taken from smashed 
benches in area Js1). Iron spikes hammered into the walls and 
iron braces bolted to the floor keep the wall from tipping over. 
There is no easy way past the makeshift wall except to smash 
through. Fortunately for the dark creepers, the grell’s tentacles 
don't deal enough damage to overcome the wall's hardness, and 


the creature isn't quite strong enough to simply knock it down 
@ Makeshift Wooden Wall: 2 in. thick; Hardness 5; hp 30; 
break DC 22. 


J40. WOODSHOP (EL 3) 


Ifthe PCs approach this room quietly in darkness, without rais- 
ing alarms in area J44 or J45, allow them to make a Move 


ntly check to surprise the dark creeper located here. The 


check is opposed by the dark creeper’s Listen check. 
Half-made kegs, tables, bookshelves, and chests clutter this 
dark, 10-foot-high room. Most of these unfinished works 
have been pushed against the outer walls, making room for 
four cots in the middle of the floor, Two workbenches cov- 
ered with carpenter's tools flank the north exit, A few rat 
bones litter the floor. 


A dark creeper lairs here. If the PCs use silence and darkness 
to conceal their approach, they might catch the dark creeper 
napping in its cot. Otherwise, the dark creeper is hiding among 
the half-finished furnishings 

Characters searching the room for treasure can, with a suc- 
cessful Search check (DC 12), find a small trove stashed in a lid 
less chest (see Treasure, below) 

Creatures: Dark creepers despise light and attack PCs carry- 


ing torches or lantern: 


above all others. Some even spend a 
move action extinguishing torches and lanterns dropped in the 
heat of battle. 

Dark Creeper: CR 3; Small Humanoid (dark one); HD 
1d8+3; hp 7; Init +3; Spd 30 ft.; AC 17, touch 14, flat-footed 14; 
BAB 40; Grap 3; Atk +2 melee (1d3+1/19-20, dagger) or 43 
ranged (1d3+1/19—20, dagger); SA sneak attack +2d6; SQ 
vasion, shadow cloak; AL 
12, Dex 17, Con 13, Int 10, 


he 60 ft., light vulnerability 
V Fort +1, Ref +5, Will 
Wis 15, Cha 10. 

Skills: Hide +15, Listen +3, Move Silently -8, Pick Pocket 
(Sleight of Hand) + 
Reflexes. 

Light Vulnerability (Ex): When exposed to sunlight or its 
magical equivalent, dark creepers suffer a-2 morale penalty on 


pot +3, Tumble +4. Feats: Lightning 


attack rolls, damage rolls, saving throws, ability checks, and 
skill checks. 

Shadow Cloak (Su): Three times per day, a dark creeper can 
wrap itself in a cloak of shadows that grants it concealment from 
its foes, In shadows or darkness, the dark creeper gains nine- 
tenths concealment (a 40% miss chance from attackers). In 
bright light, it gains one-half concealment (20% miss chance). 
Darkvision does not reduce the amount of concealment. Crea- 
tures that can see in magical darkness suffer no miss chance. 

Languages: Undercommon. 

Possessions: Black cloak, 4 dark creeper-sized daggers, pouch 
containing 1d6 x 10 cp and 1d6 x 5 sp. 

Tactics: If alerted to the PCs’ approach, the dark creeper tries 
to gain a sneak attack, using its shadow cloak ability to gain par- 


tial concealment as it strikes. 

Treasure: The dark creepers keep some miscellaneous valu: 
ables in a lidless chest in this room. In addition to some worth: 
less trinkets, PCs find the following: 

«4 engraved copper cups (worth 2 gp each) 


silver cloak pin set with a bloodstone (worth 45 gp) 
* 3 zircons (worth 50 gp each) 
+A gold comb set with citrines (worth 160 gp) 


* 26 sp and 130 cp (loose) 


J4i. FORGE 

Four soot-blackened hearths are set into the corners of the 
room. In front of each rests an anvil and bellows, and imple: 
ments of the smithing trade hang from nearby hooks. Two bar 
rels of scummy water, once used to cool searing hot iron 
weapons and implements, stand against the north wall. Two 


more flank the south exit, and two empty weapon racks stand 


in the middle of the room. Characters who sift the bottom of 


the barrel marked “X" on the map and succeed at a Search check 
(DC 
one end and notches carved into the other. This key unlocks all 


20) find a S-inch-long steel rod with a rune engraved on 


of the “I” gear doors in Jzadirune. 
Asecret door in the west wall leads to area J42. 


J42. SECRET HALLWAY (EL 2) 
This dust-choked T-shaped corridor leads to area J43; it con- 
tains a Trap. 

‘Trap: The 20-foot stretch of corridor north of the T-shaped 
intersection is trapped. The entire 20-foot-by-10-foot section of 


floor is one pressure plate. When 250 pounds of weight (or 
more) is applied to the pressure plete, spring-loaded spears 
extend and retract quickly from holes in the walls (at varying 
heights). The spears continue to extend and retract as long as 
the pressure plate remains depressed 

Any creature in the 20-foot-long section of hall when the trap 
activates is attacked by 1d4 spears. The holes in the walls are con- 
bur they can be detected by touch 


cealed by illusory wall spe 
The trap was designed so that gnomes (who are typically 
lighter than 250 pounds) could navigate the hallway without 
triggering the trap. 
of Spear Trap: CR 2; +3 melee (1d6, 1d4 spears); Search (DC 
15); Disable Device (DC 18); automatic reset 


J43. SECRET VAULT 

The gnomes stored many of their most precious magic items 
and weapons in this musty, 10-foot-high chamber. However, 
these items were either sold or destroyed before the gnomes 


vacated Jzadirune. The room is, in fact, empty. 


J44. HIDDEN FOES (EL 4) 


A 5-foot-wide, rough- -hewn circular tunnel breaches the 
west wall of this chamber. Another punches through the 
cast wall, The rubble left by the excavation of these tunnels 
into the northeast part ofthe mam, 
chamber clear. A few rat bones: 
refuse litter the floor, but otherwise the room 


DIAGRAM #3: AREA J44 


‘Two permanent 10-foot-radius invisibility spheres conceal this 
chamber's occupants. The areas of invisibility are fixed and 
encompass the 5-foot squares shown in Diagram #3: Area J44. 
The invisibility spheres, created by some miscast magic years 
ago, mask only living creatures and items in their possession. 

Creatures: A pulverizer automaton stands in the southeast 
corner of the room, hidden by an invisibility sphere. It is not 
alone; a dark creeper stands guard near the northwest corner, 
inside the other invisibility sphere. 

 Pulverizer Automaton: hp 18; Monster Manual I 27 or 
see the “Life's Bazaar” Web enhancement. 

Dark Creeper: hp 9; see area J40 for complete statistics 
and possessions. 

Tactics: If it sees intruders approaching from the south pas 
sage or southeast tunnel, the dark creeper barks a command to 
the pulverizer in Gnome (“Taral yan zyggek!” or “Attack all 
intruders!”) and withdraws to area J45 to warn its master. 
Although it cannot speak Gnome fluently, the dark creeper 
knows the command words from hearing the dark stalker 
speak them. 

If the PCs enter the room through the northwest tunnel, the 
dark creeper stealthily moves across the room and uses the south- 
east passage to reach area J52. It prefers not to fight the PCs with- 
cout the presence of other creepers. 

Anyone who speaks Gnome can command the pulverizer to 
cease it attacks, The automaton can also be commanded to per- 
form other simple tasks. If it is given conflicting instructions in 
the same round, it takes no actions on its next turn. 

Treasure: If the pulverizer is destroyed, PCs can search the 
sundered remains. A successful Search check (DC 24) reveals a 
deep blue spinel “heart” (worth 500 gp) and a S-inch-long steel 
rod with a rune engraved on one end and notches carved into the 
other. The rod isa key that unlocks all “A” gear doors in Jzadirune. 


J45. GLASSBLOWING WORKSHOP (EL 4) 


‘This dark, 10-foor-high room has exits in the north and south- 
‘west walls, plus gear doors set into the south and east walls. 
“Asstone oven fills the northwest corner. Iron tongs hang 
from a hook nearby. Bottles, flasks, and pottery clutter 
shelves and tables haphazardly pushed ‘against the bare 
walls. Shards of broken glass and ceramic cover the floor 
such that you think ir would be difficult to cross the room 
without stepping on them. 


Little evidence suggests that something lives here, but the 
leader of the dark ones calls this room his lair. The dark stalker, 
Yuathyb, requires very little sleep, and he suspects thar his dark 
creeper followers secretly conspire to betray him. For this 
reason, he prefers to remain alone until the skulks have need of 
his minions’ services. 

Yuathyb has pushed a heavily laden table in front of the 
secret door to area J47. Moving the table takes a move action, as 
does opening the secret door. 

Creature: Yuathyb recently contracted the Vanishing and 
has acquired a ghostlike translucence. His current state gives 
him a +4 circumstance bonus on Hide checks, which he uses to 
full advantage. 

 Yuathyb, Dark Stalker: CR 4; Medium-size Humanoid 
(dark one); HD 3d8+3; hp 16; Init +3; Spd 30 ft,; AC 17, touch 13, 
flat-footed 14; BAB +2; Grap +4; Atk +4 melee (1d6+2/19-20 and 
poison, short sword) or +5 ranged (1d6+2 and poison, javelin); 
SA sneak attack +346, poison use; SQ blindsight 60 ft, light vul- 
nerability, shadow cloak (see area J40), fog cloud 2/day; AL CN; 
SV Fort +2, Ref +8, Will +3; Str 14, Dex 17, Con 13, Int 13, Wis 
15, Cha 8 (16 at full), 

Skills: Hide +15, Listen +4, Move Silently +8, Pick Pocket 
(Sleight of Hand) +4, Spot +3, Tumble +3. Feats: Lightning 
Reflexes. 

Poison Use (Ex): Yuathyb has coated his sword and javelins 
with Medium-size monstrous spider venom (Fortitude save DC 
14; initial and secondary 1d4 Str). He never risks accidentally 
poisoning himself when applying poison to his weapons. 

Fog Cloud (Sp): Twice per day, Yuathyb can cast fog cloud as a 
sth-level sorcerer. 

Languages: Gnome, Undercommon. 

Possessions: Black cloak, short sword, 4 javelins, potion of cure 
light wounds, potion of remove paralysis, key to all “D” gear doors 
(hanging around neck), vial of monstrous spider venom (5 
applications; Fortitude save DC 14; initial and secondary 1d4 


Str), pouch containing 60 sp. 

‘Tactics: The dark stalker prefers not to fight if outnumbered. 
Yuathyb tries to hide, attacking only if the PCs find the secret 
door to area J47. In that case, he tries to deal sneak attack 
damage with a poisoned weapon and holds his ground until 
reinforcements arrive from area J4o or J44 (at which point he 
can deal sneak attack damage to flanked opponents). If reduced 
108 hit points or fewer, he uses fog cloud to escape, tumbling past 
foes if necessary to reach an exit. 

Development: If the PCs can speak Gnome or Undercom- 
mon, they can negotiate with the wily dark stalker, This requires 
some deft roleplaying and a successful Bluff, Diplomacy, or 
Intimidate check (depending on the nature of the exchange). 

Yuathyb does not know how he contracted the Vanishing but 
is anxious to find a cure. If the heroes can offer one, the dark 
stalker will listen to reason. He can also be persuaded not to 
interfere in the PCs’ plans, provided they deal no (further) harm 
to him or his dark creeper followers. 


Yuathyb has no loyalty to the skulks, although they have 
helped him in the past. He will not actively oppose the skulks 
but can provide information on their approximate numbers and 
whereabouts. He also knows where they're keeping Keygan's rat 
familiar (in area J6o) and how to get there without opening any 
of the gear doors, 

If the PCs have nothing to offer, Yuathyb might agree to 
leave them alone or reveal the way to Kazmojen’ fortress (the 
elevator in area J63) if they promise to kill the grell in area J36 
and return with proof of the creature's death (a severed tentacle, 
for instance), 

Ad-hoc XP Award: If the PCs successfully negotiate with 
Yuathyb, award them experience as if they'd defeated the dark 
stalker in combat. 


J46. JEWELER’S WORKSHOP 


‘This 20-foot-square chamber contains a stout desk and 
matching chair. The table bears a set of copper scales and a 
jar of dried-up ink with a feather quill sticking out of it. 


Shelves line the far wall. Everything is caked in dust. 


Jadirune’s resident jeweler used to work in this small office. 
Everything of value was removed except for a 5-inch-long steel 
rod tucked in the back of a small drawer built into the tabletop. 
A successful Search check (DC 15) locates the rod, which has a 
small rune engraved on one end and notches worked into the 
other. The rod is a key that opensall “R” gear doors in Jzadirune. 


J47. SECRET TREASURY 
A table laden with glass vessels and pottery blocks the secret 
door leading to this vault (see area J4s for details), 


Unlike the other rooms you've found, this chamber is com- 
pletely free of dust and cobwebs. Green marble tiles cover 
ee floor, and the walls are painted with bright murals 
depicting a forest of enormous fungi. 

‘A gnome-sized suit of full-plate armor, complete with visor 
and helm, stands in the middle of the room. Next to it sits 
2-foot-tall clay urn filled with treasure, 


Magic spells keep this chamber clean. The “fungi forest” 
mural cleverly conceals the secret doors in the east and south 
walls, making them harder to locate (Search, DC 22) 

The clay urn contains all of the treasure the dark creepers 
have amassed since coming to Jzadirune, including items pil- 
fered from the city above (see Treasure, below). 

The suit of armor is inanimate, harmless, and detailed under 
Treasure below. 

Treasure: The suit of armor is filled head-to-toe with 
coins—4,500 sp, to be exact. If moved, the armor falls apart, 
causing the coins to spill onto the floor. The armor is ordinary 
gnome-sized full plate, which can be sold in the city for 700 gp. 

The clay urn has handles so that it can be carried easily. It 
holds the following items: 


* 622 cp, 958 sp, and 75 gp (loose) 

+ 3 silver rings (worth 5 gp each) 

*A tiny silver locket (worth 10 gp) containing ashes (a pinch 
of someone's cremated remains) 

+ 2plain gold rings (worth 25 gp each) 

+ A platinum bracelet (worth 175 gp) engraved with the fol- 
lowing words in Dwarven: “To Sondor, my deepest love. 
Lorthan.” 

* Aset of masterwork thieves’ tools (worth 100 gp) 

* A potion of delay poison 

+ A wand of sleep (8 charges; command word “Slumber”) 


J48. SECRET VAULT (EL 2 AND 1) 
The dark stalker and dark creepers did not locate this vault 
during their search of the dungeon. 


Beyond another secret door lies a 10-foot-by-20-foot room 


with a 10-foor-high ceiling. the south wall 
isa pasieas sized st of banded mail clutching a finely 
Atits feet rests an iron chest 


ar 


The iron chest is held to the floor with sovereign glue, (The 
universal solvent in area J31 can be used to dissolve the glue.) The 
chest is locked (Open Lock, DC 25) and holds the Treasure. 
The suit of armor is the Creature. 

Creature: The armor is actually a dread guard that animates 
and attacks if it or the chest is disturbed. 

Dread Guard: hp 27; Monster Manual II 87 or see the 
“Life's Bazaar” Web enhancement, except Atk +6 melee (1d6+4, 
masterwork hammer) or +4 melee (1d6+3/x3, masterwork 
hammer) and +0 melee (1d4+1/x4, masterwork hook). 

Possessions: Masterwork gnome hooked hammer. 

Treasure: A permanent illusion (cast at 12th level) makes the 
chest appear empty. However, tactile exploration of the chest 
reveals contents within. Items removed from the chest become 
visible instantly. They include the following: 

+ 3 shrew statuettes carved from smoky quartz (worth 75 gp 
each) 

+ A mother-of-pearl-inlaid board with matching wooden 
game pieces (gnome kings, queens, knights, and other figures), 
worth 250 gp for the set 

* A tiny silk pouch containing 3 white pearls (worth 100 gp 
each). 


JA49, SECRET VAULT 
The dark stalker and dark creepers did not locate this vault 
during their search of the dungeon. 

All three chests in the 10-foot by 20-foot room are unlocked 
bur have Leomund’s trap spells cast on them to make them 
appear trapped. The chests are all empty—looted by the 
gnomes before they left Jzadirune. Strange glyphs on their 
lids might once have warded them, but any magic was long 
since discharged. 


JSO. FALSE FOREST 


Magic has transformed this section of the dungeon into a 
small forest. Four great trees sprout from the grassy floor, 
their leafy crowns fanning out 20 feet overhead to forma 
roof of deciduous leaves through which rays of sunshine 
filter. Brambles and thickets form impassible walls, 
although you can see bramble archways set into the north 
and south walls leading to dark passages and chambers 
Beyond. 

Two mounds of stony rubble flank a hole in the middle of 
the east wall that appears to be a natural tunnel through the 
underbrush. 

A gentle zephyr causes leaves to rustle, and you can hear 
birds chirping merrily. 


An effect similar to a permanent hallucinatory terrain spell has 
transformed pillars into trees, walls into brambles, and floor 
tiles into patches of grass. The room looks, smells, sounds, and 
feels like a forest, The two piles of rubble against the east wall 
(left behind from the dark creepers’ excavations) appeared later 
and were not incorporated into the illusion. 

The secret door in the northwest corner is well hidden by the 
illusion; locating it from this side requires a Search check (DC 25), 

The dark creepers despise this area and generally avoid it 
whenever possible 


J51. DINING HALL 
Once adining hall, this chamber contains only the wreckage of 
once fine furniture. Two iron chandeliers dangle from the ceil- 
ing, while a third—its rope severed—ties amid the debris on 
the floor. 

Characters can hear the sounds of chirping birds and 
rustling leaves through the northern archway (see area J50 for 
details), Nothing of value remains here. 


J52. KITCHEN (EL 5 AND 1) 


‘Two stone hearths fill the east corners of this 10-foot-high, 30- 
foot-square kitchen. Stone shelves, barren and dusty, fill the 
wall space between the blackened fireplaces, In the middle of 
the room stand two stout tables covered in old webs, while 
against the south wall rests a dilapidated wooden cabinet on 
the verge of collapsing under its own weight. 

Debris from a roughly hewn, 5-foot-diameter tunnel in the 
north wall spills into the room. Near the opening, you see 
the shriveled husks of three enormous spiders. 


The dark creepers foughtand killed three Medium-size mon- 
strous spiders in this room. They then drained the arachnids of 
their virulent venom. 

Searching the cabinet might have dire consequences, as 
detailed under Trap, below. Hidden amid the clay dishware in 
the cabinet is a 5-inch-long steel rod with a rune engraved on 
one end and notches carved into the other. This key unlocks all 
"2? gear doors in Jzadirune. 


Creatures: Two dark creepers lurk here. If the dark creeper 
from area J44 fled to this room, it is also hiding in the room 
(behind a dead spider or under a table), Encountered in pairs or 
threes, dark creepers are extremely dangerous due to their 
sneak attack and shadow cloak abilities. 

Dark Creepers (2): hp 7, 6; see area J40 for complete sta 
tistics and possessions 

Tactics: The dark creepers hide in the fireplaces until an 
enemy approaches; then they move to flank, hoping to deal 
sneak attack damage. They rely on their shadow cloak ability to 
avoid taking damage end use their Tumble skill to avoid taking 
attacks of opportunity while maneuvering in tight spaces. 

Trap: The large cabinet holds varnished clay dishware left 
behind by the gnomes of Jzadirune, A Search check (DC 13) 
reveals that the cabinet might collapse if disturbed, and a suc- 
cessful Disable Device check (DC 15) allows a rogue to stabi- 
lize the cabinet. 

Opening or otherwise tampering with the cabinet causes it 
to topple. Anyone standing in front of the cabinet can make a 
Reflex save to take half damage. 

- Collapsing Cabinet: CR 1; 2d6 points of damage; Reflex 
save (DC 10) for half damage; Search (DC 13); Disable Device 
(DC 16); no reset. 


J53. PANTRY 

The gnomes removed most of the edibles from the pantry 
before vacating the complex. However, a few scattered jars and 
baskets of dried herbs remain amid some casks of vinegar, 
loaves dry bread, and mold. 


J54. SLEEPING QUARTERS 


This room is identical to area J8. 


J55. LATRINE 


Thin wooden walls separate six curtained stalls that stretch 
across the northern wall, although none of the dividers pre- 
vent the stench of this chamber from reaching you. 

A fish-shaped fresco carved into the back wall once served 
as a waterspout to a rectangular pool of now-brackish water, 
although water no longer pours from its gaping mouth. 


Waste from the latrine stalls drops into a 30-foot-squate cis- 
tern located 20 feet below this chamber. The foul stench rises 
from this cistern. The southern basin contains fouled water and 
nothing more. 


JS6. SKULKS’ TREASURE ROOM 


Bits of rubble and debris cover the floor of this'cold room, 
Patches of green mold grow on the damp walls and cling to 
the 10-foor-high ceiling, Lying in a heap in the southeast 
corner are the gutted, putrefied remains of an 8-foot-long, 
green worm with multiple legs and eight slimy tentacles 
sprouting from its bulbous head, A heap of armor and 
shields lies nearby. 


Several months ago, the skulks and dark creepers killed a car- 
rion crawler that had found its way into the complex. The skulks 
gutted it and stashed their treasure (including plunder from the 
city above) inside its moldering remains (see Treasure below). 

Treasure: The skulks have hidden two unlocked wooden 
coffers inside the dead carrion crawler, Only by searching the 
remains can the characters spot the coffers within. 

Coffer #1 contains 140 cp, 225 sp, and 178 gp. 

Coffer #2 contains the following items: 

* A small silver-framed mirror (worth 15 gp) 

+A healer’s kit (worth 50 gp) 

* A silver dragon pendant with moonstone eyes (worth 125 gp) 

+ A plugged copper scroll tube (worth 1 gp) containing a 
scroll of mirror image and a scroll of mage armor, both infected 
with the Vanishing, 

The armor consists of ten gnome-sized chain shirts (worth 
50 gp each) and ten bucklers (worth 7 gp each). 

Development: If the skulks from area J17 withdrew to this 
chamber, they hide in the shadows on either side of the hole in 
the floor, They try to flank and kill a single foe, fleeing via the 
secret door if faced with equal or superior numbers (but avoid- 
ing area J58). 

Ifone of the skulks is captured or cornered here, it pleads for 
its life in Undercommon. If the PCs can communicate with it, a 
successful Bluff, Diplomacy, or Intimidate check convinces the 
skulk to reveal where Keygan’s familiar is kept (in area J6o) and 
the safest way to get there (via area J59). 


J57. FLOOR TRAP (EL 1) 

The secret door leading to area Js6 is locked from this side. The 
door can be opened with a successful Open Lock check (DC 20) 
or by turning a nearby torch sconce a quarter-turn counter- 
clockwise; finding the correct mechanism to open the door 


requires a successful Search check (DC 22). 

Turning the torch sconce clockwise or unlocking the secret 
door without properly turning the sconce triggers the Trap. 

Trap: If the secret door is opened improperly, the 10-foot- 
square section of floor in front of the door tilts up toward the 
west. Anyone standing on the floor must succeed at a Reflex 
save (DC 15) or tumble down the western staircase (toward area 
Jx7), landing prone. A successful Tumble check (DC 15) halves 
the damage and allows the PC to land on his or her feet. 

f Tilt-and-Tumble Trap: CR 1; 2d6 points of damage; Reflex 
save (DC 15) negates; Tumble check (DC 15) for half damage; 
Search (DC 23); Disable Device (DC 25); automatic reset, 


J58. BATHROOM CEL 2) 


Characters can hear pouring water as they approach this room 


equi ceramic tiles adorn the walls and floor of this room, 
exits through a small circular drain at the east end of the pool. 


A narrow stone ledge encircles the ceiling, which is hidden 
behind a tangled mass of thick webs. Suspended from the 
ha Coane cael 


See Diagram #4: Area J58 for a cross-sectional view of this 
room. The skulks avoid this area. 


DIAGRAM #4; 
AREA J58 


The water pouring from the stone face and filling the pool is a 
permanent illusion that looks, sounds, and feels real. PCs can fill 
their waterskins with the water, but the water mysteriously disap- 
pears once it leaves the room. Disbelieving the illusion requires a 
successful Will save (DC 15); the DM can reduce the DC of the 
save if the PCs have good cause to suspect the water is illusory. 

The creature suspended in the cocoon is a dead skulk. Its 
bodily fluids have been completely drained by the monsters 
that lurk in the webs and in the pool (see Creatures, below). 
The webs suspending the dead skulk have 6 hit points or 
require a Strength check (DC 26) to break. The skulk still car- 
ries some Treasure. 

Creatures: A Medium-size monstrous spider lurks in the 
empty pool, hidden by the watery illusion. It lacks the intelli- 
gence to perceive the illusory water and leaps out of the empty 
pool to attack the first creature that comes within 5 feet. 

Two “baby” spiders (actually Small monstrous spiders) prowl 
among the webs that stretch across the ceiling. They descend to 
attack only if the skulk’s husk or the webs are disturbed, They 
use fine web filaments to drop on prey from above, gaining a1 
bonus on their melee attacks for higher ground. 

9 Medium-size Monstrous Spider: hp 11; Monster 
Manual 240. 

Small Monstrous Spiders (2): hp 4 each; Monster 
Manual 210. 

‘Treasure: Characters searching the shriveled skulk corpse 
find a pouch containing two tourmalines (100 gp each) and a 
dull gray ioun stone infected with the Vanishing, 


JS59, SECRET CLOSET 
This hidden closet connects to area J6o by a secret door. A 5- 
foot-diameter hole in the floor drops about 7 feet and turns 
sharply west. 

Creature: A lone skulk lurks here, waiting to strike anyone 
who comes up through the hole in the floor. 


Skulk; hp 11; see area J4 for complete statistics and pos- 


sessions, 


he skulk also wears a tiny silver key around its neck 
thar opens the cage in area J60. 

Tactics: The skulk gains a +1 bonus on its attack roll when 
attacking a foe coming up from below, since it has the higher 
ground advantage. It fights until reduced to 4 hit points or 
fewer, at which point it drops its rapier and pleads for its life in 
Undercommon. 

Development: If the skulk surrenders, it offers to trade its life 
for the safe return of Keygan's rat familiar (from area J6o). It will 
even show PCs the way to Kazmojen's stronghold (using the 
secret door in area J2 to reach area J63). 


J60. THE CAGED RAT (EL 4) 


Empty weapon racks line the walls of this dusty, 10-foot- 
high room, In the middle of the floor rests a large wooden 
chest with a flat lid and iron hinges. Atop the chest sits a 
small silver cage holding a rat with a white star-shaped 
splotch of fur on its tiny forehead. It grips the bars and 
squeaks excitedly, 


The gnomes cleared all the weapons from this room before 
vacating Jzadirune. Starbrow, Keygan’s anxious rat familiar, is 
locked in the silver cage; unlocking it requires the proper key 
(found in area J59), a knock spell, or a successful Open Lock 
check (DC 20). 

The chest under the cage is actually a friendly mimic lulled 
into helping the skulks. Characters who succeed at a Spot check 
(DC 22if the mimic takes 10 on its Disguise check) notice some 
slight imperfections in the “chest.” See Creatures, below, for 
the rat's and mimic’ statistics. 

Creatures: The mimic reveals itself if anyone approaches 
within 5 feet of it or the silver cage. A toothy mouth splits the 
front of the chest as it speaks to them in Undercommon (see 
Development, below). 

2 Mimic: hp 45; Monster Manual 135. 

? Starbrow, Keygan's Rat Familiar; CR —; Tiny Magical 
Beast; HD Special; hp 8; Init +2; Spd 15 ft., climb 15 ft; AC 15, 
touch 14, flat-footed 13; BAB +2; Grap —10; Atk +4 melee 
(1d3-4, bite); SQ low-light vision, minor scent, improved eva- 
sion, share spells, empathic link; AL LN; SV Fort +2, Ref +4, 
Will +6; Str 2, Dex 15, Con 10, Int 6, Wis 12, Cha 2. 

Skills: Appraise +1, Balance +10, Climb +12, Hide +18, Knowl- 
edge (local) +1, Listen +6, Move Silently +10, Search +1, Spor +1, 
Swim +10. Feats: Weapon Finesse (bite). 

Languages: Undercommon. 

Tactics: The skulks keep the mimic fed on a diet of rats and 
spiders. It loathes to combat creatures of Medium-size or larger, 
although it defends itself without hesitation if attacked. 

Unlike most mimics, this creature does not speak Common. 
Nevertheless, it tries to negotiate with the PCs, allowing them 
to take the rat familiar in exchange for 6 days' worth of tasty 
rations or 200 gp worth of treasure. PCs can bargain with it; a 
successful Bluff, Diplomacy, or Intimidate check (opposed by 


the mimic’ untrained Sense Motive check) can convince that 
mimic to reduce its demands by half. 


Development: The PCs can pry some useful information 
from the mimic at no cost, It knows the following: 

* The skulks raid the surface for slaves and hand them off to 
some hobgoblins, who then take the slaves to a place called the 


Malachite Fortress, 


+ The skulks work with a gang of 
stalker named Yuathyb. They all work for an Underdark slaver 
named Kazmojen. Kazmojen pays them a share of the proceeds 


dark ones" led by a dark 


from his sales, and the skulks and dark ones keep whatever they 
pilfer from the city above. 

* Another mimic used to lair here as well, but a pair of hob- 
goblins working for Kazmojen “offered ita job” guarding treas 
ure in Kazmojen’s stronghold. The hobgodlins showed up sev- 
eral weeks ago and havent returned since. The other mimic is a 
particularly mean and greedy specimen. 

Ad-hoc XP Award: If the PCs successfully negotiate with the 
mimic, award them experience as if theyd defeated it in combat. 


J61. SECRET ROOM WITH SLIME (EL 2) 


This dusty 10-foot-by-20-foot hall has secret doors set in the 
north and east walls (leading to areas J2 and J63, respectively) 

‘Trap: Opening the secret door in the east wall triggers a 10- 
foot-square, 10-foot-deep pit trap that fills the eastern half of the 
hall. The floor of the pit contains a 2-inch thick layer of black, 
acidic slime that deals 1d6 points of acid damage per round of 
contact. Raising the secret lever in area J62 closes the pit doors 
and locks them; pulling the lever down again resets the trap 

The skulks safely bypass the trap by knocking three times on 
the secret door; this alerts the hobgoblins in area J63, one of 
whom raises the lever in area J62. 

"Slime Pit (10 feet deep): CR 2; 1dé points of falling 
damage plus 1dé acid (slime); Reflex save (DC 15) negates; 
Search (DC 19); Disable Device (DC 19); manual reset. 

Development: Opening the secret door alerts the hobgob- 
lin guards in area J63, who hurl their javelins at PCs in the pit 
oron the other side of the pit, gaining one-half cover from the 
secret door. 


J62. HIDDEN SLIME PIT LEVER 

A trail of boot prints through the dust lead from the secret door 
toa wooden level jutting from an iron plate bolted to the north 
wall. When the lever is in the “up” position, the doors to the pit 
trap in area J62 are locked shut. When the lever is in the “down” 
position, the pit trap is active. The room is otherwise empty. 


J63. ELEVATOR SHAFT (CEL 1) 


‘The floor of this octagonal room is actually a large wooden 
platform supported by taut iron chains looped over eight 
enormous pulleys bolted to the 15-foot-high ceiling. One 
end of each chain is fastened to a corner of the platform, 
while the other end drops through a hole in the platform, 
connected to something far below. 


Set into the northeast wall is an iron panel with an iron 
ever jutting from it. 


The wooden floor of this room is actually an elevator that 
descends 200 feet to area Mx of Kazmojen’s fortress (see Chap- 
ter Four, below). When the iron lever is pulled down, the 
chains and pulleys lower the floor at a speed of 20 feet per 
round. Thus, it takes the elevator 10 rounds (1 minute) to reach 
area Mx. 

Creatures: Standing guard on the elevator are two hobgeb- 
lins dressed in banded mail and carrying longswords, javelins, 
and small steel shields. 

 Hobgoblins (2): hp 5 each; Monster Manual 119 except 
AC 18, touch 11, flat-footed 17. 

Possessions: Banded mail, small steel shield, longsword, + 
javelins, pouch containing 1d10 x 10 sp and 1d10 x 5 gp. 

Tactics: The hobgoblins fight to the death. However, a 
charmed hobgoblin can be persuaded to escort the PCs to Kaz- 
mojen; this requires a successful Bluff, Diplomacy, or Intimi- 
date check (DC 15). 


CHAPTER FOUR: 


Two hundred feet below the gnomish enclave of Jzadirune 
lies the Malachite Fortress, a stronghold built by dwarves and 
gnomes to guard against incursions from the Underdark. 
When the gnomes abandoned Jzadirune, they left the dwarves 
to maintain the Malachite Fortress. Their leader, a righteous 
dwarven defender named Zenith Splintershield, foolishly 
decided to wage a campaign against the Underdark. He took 
his best fighting dwarves into the bowels of the world and was 
never seen again. 

The half-dwarf Kazmojen came to the Malachite Fortress one 
year ago with a small force of hobgoblins, convinced the few 
remaining defenders to surrender, and incarcerated them. He 
has spent the past year building his slave trade business, forti 
ing his hold on the fortress, and cultivating a loyal clientele. 

Not long after he began plundering Cauldron for worthy 
slaves, Kazmojen received a visit from Lord Vhalantru. The 
beholder agreed to let Kazmojen continue his raids in 
exchange for information on various “movers and shakers" in 
the Underdark. Kazmojen receives this information from 
many of his clients, among them a vile durzagon (half-fiend 
duergar) named Pyllrak Shyraat. 

PCs who come to the Malachite Fortress must deal with 
Kazmojen, his hobgoblin allies, and the durzagon Pyllrak 
(who is interested in buying the four children plucked from 
the Lantern Street Orphanage). They also appear at an auspi- 
cious time, as Lord Vhalantru himself appears to claim the 
young boy Terrem, whose destiny lies elsewhere 


THE MALACHITE FORTRESS 


‘The walls, floors, and ceilings inside the Malachite Fortress are 
carved from black stone and smoothly polished. The vertical sur- 
faces cannot be climbed without the aid of climbing gear or 
magic (such asa spider climb spell), 

Unless stated otherwise, all rooms and corridors in the Mala- 
chite Fortress are unlit, Most corridors have empty sconces 
along the walls (for torches), while most rooms have iron- 
wrought cages dangling from ceiling chains (for trapping fire 
beetles). 

Unless stated otherwise, the ceilings in most areas are 20 feet 
high and vaulted. 

Doors: The Malachite Fortress features three kinds of doors: 
strong wooden single doors with iron hinges and reinforce- 
ments, heavy iron doors with iron hinges, and stone secret 
doors. Assume doors are unlocked unless specified otherwise. 

Secret doors blend almost seamlessly with the surrounding 
stonework, are soundproof, and require a successful Search 
check (DC 20) to locate, Secret doors have hidden hinges on 
one side or the other and are spring-loaded so that they close 
automatically unless held or wedged open. 

Because the secret doors are soundproof, any Listen checks 
made to hear things on the other side of a closed secret door 
automatically fail. 

Strong Wooden Door: 2 in. thick; Hardness 5; hp 20; 
break DC 25; good lock (Open Lock, DC 30). 

Iron Doors: 2 in. thick; Hardness 10; hp 60; break DC 28; 
can be sealed shut with sliding iron bar (Disable Device, DC 26). 

Stone Secret Door: 4 in. thick; Hardness 8; hp 60; break DC 28. 


CAPTURED! 


‘The PCs face many perils as they explore the Malachite 
Fortress, particularly if they raise a general alarm and bring all 
of the fortress’s defenses down on them at once, At some point 
during the adventure, the PCs might be captured or knocked 
unconsciousness. In either case, the adventure doesn't end. 

Once Kazmojen learns of the PCs, he views them more as 
commodities than threats. He would rather incarcerate them 
and sell them as slaves than simply kill and loot them, Captured 
PCs are dragged to area Mx8 and imprisoned in individual 
cells, where they are held for days or weeks before an interested 
Underdark client arrives in search of new slaves. The PCs' mun- 
dane gear is stashed in area Mxg, while their more valuable 
treasures are added to Kazmojen's trove in area Mixx. 

Food and water is passed to the PCs through the barred win- 
dows in their cell doors, but occasionally their jailers might haul 
one of them to the torture chamber (area M22) for an hour of 
pointless interrogation. Ifthe PCs are unable to mount their own 
escape, days or weeks might drift by before fortune smiles on 
them. The half-elves Fario and Fellian might come to their rescue 
(see Chapter One for details), or the PCs might be sold in chains 
to Pyllrak Shyraat, a derro wizard, a barghest, or some other visit 
ing flunky of a greater Underdark power. Once free of the Mala- 
chite Fortress, they might find freedom easier to achieve. 


Malachite Fortress 
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KEY TO THE FORTRESS 
CAREAS MI-M34 


The following encounters are keyed to the map of the Mala- 
chite Fortress—Kazmojen’s stronghold. 


MI. ELEVATOR SHAFT 
If the PCs use the elevator to descend this shaft, read or para- 
phrase the following text: 


‘The walls turn from bere gray stone to polished black mala- 
chite, After a minute-long descent down the dark shaft, the 
wooden floor shudders as it comes to rest, and the chains 
stop rattling. 

Above you, the shaft rises into darkness, The only exit from 
this room appears to be an iron-reinforced wooden door set 
into one wall. 


A secret door in the south wall leads to area Mz. PCs can 
ascend the shaft using the elevator (by pulling the lever in 
area M2). They can also clamber up the chains and use the 
nearby walls to brace their ascent (Climb check, DC 5) or 
ascend using magic. 


M2. SECRET LEVER 


‘The secret door opens into a cold, dark room. An iron lever 
juts from an iron plate bolted to the eastern wall. 


When the elevator is down, so is the lever. Shifting the lever 
into the “up” position causes loud grinding noises as iron 
winches hidden deep behind the walls prepare to hoist the 
wooden elevator floor in area Mx back to the top of the shaft, 

‘Two rounds after the lever is pulled up, the wooden floor in 
area Mx begins ascending the elevator shaft, reaching area J63 
in 10 rounds. If the lever is pulled down, the floor starts to 
descend again. 


M3. STONY GREETINGS (EL 2) 


The ceiling of this 20-foor-wide hall rises to an apex 20 feet 
overhead. The floor, walls, and vaulted ceiling are composed 
‘of smooth black stone that almost seems to absorb light. Two 
cylindrical iron cages, each one 5 feet tall and 2 feet wide, 
dangle from the ceiling by iron chains, The base of each cage 
hangs § feet above the floor. 

A strange sculpture stands in the middle of the hall 
between the two cages: a 5-foot tall column of roughly hewn 
gray stone covered with sharp protrusions. Four crystal- 
tipped appendages jut from the stony mass, each one point- 
ing ina different direction. 


The ‘strange sculpture” is the Creature. The empty iron cages 
were designed to hold giant fire beetles, which in turn provided 
the hall with illumination. Both cages are currently empty. 

Creature: A stone spike guards this hall. One of the stranger 
creatures brought to the fortress by Kazmojen, it usually waits 


until intruders pass beyond the first iron cage before attacking 
It does not attack if one or both hobgoblins from area J63 
accompany the party, instead passing itself off as an inanimate 
piece of décor, 

Stone Spike: hp 25; Monster Manual II 191 or see the 
“Life's Bazaar” Web enhancement. 

Tactics: The stone spike uses straightforward tactics, attack- 
ing with two of its crystal-tipped appendages and using Power 
Attack to bolster its damage against poorly armored foes. 

Development: Sounds of combat in this area attract the 
attention of the fortress's major-domo, Xukasus (see area M4 for 
details). Xukasus enters the hall 1 round after battle erupts, 


M4. MAJOR-DOMO’S QUARTERS (EL 3) 


‘A putrid stench fills your nostrils. The rectangular chamber 
beyond is splattered wall-to-wall with filth, bile, bones, and 
other disgusting remains. Although the room contains no 
furnishings per se, some of the older refuse has hardened 
into a crude chair, and an iron chest rests half-buried in a 
small mound of dung in the southeast corner. 


Among Kazmojen’s loyal servitors is the repulsive Xukasus, 
an otyugh polymorphed into a gangly ogre by a magical trap. 
Xukasus lairs here, devouring his garbage, gathering waste 
from other areas of the fortress to replenish his supply, and 
haphazardly guarding the locked iron chest at the back of the 
room (see Treasure below). 

Characters who explore the room or wade through the filth 
to reach the chest must succeed at a Fortitude save (DC 12) or 
contract filth fever (see the DUNGEON Master's Guide, page 75, 
for details), 

Creature: The vile Xukasus enjoys his new form. In combat, 
he wields an enormous filth-encrusted falchion (with which he 
has recently gained proficiency), Like all otyughs, Xukasus 
speaks Common, greeting intruders with the cheery catch- 
phrase, “More carrion for my larder! Very nice." 

Xukasus retains his otyugh statistics (including ability 
scores), his darkvision, and his scent special quality, but loses 
his improved grab, constrict, and disease special attacks. He 
wears mangy hide armor that stacks with his natural armor. 

Xukasus retains his ogre form if slain. A successful dispel 
magic (DC 20) returns Xukasus to his true form. 

 Xukasus, Ogre (polymorphed otyugh): CR 3; Large giant 
(formerly Large aberration); HD 6d8+6; hp 33; Init +0; Spd 20 
ft; AC 21, touch 9, flat-footed 21; BAB +4; Grap +8; Atk +3 melee 
(2d6/18-20, ogre-sized falchion) or +3 ranged; Face/Reach 5 ft. 
across/10 ft; SQ darkvision 60 ft., scent; AL N; SV Fort +3, Ref 
+2, Will +6; Str 11, Dex 10, Con 13, Int 5, Wis 12, Cha 6. 

Skills: Hide +5, Listen +6, Spot +9. Feats: Alertness, Martial 
Weapon Proficiency (two-handed melee weapons). 

Languages; Common. 

Possessions: Hide armor, great falchion, iron key to locked iron 
chest (see Treasure below), iron key to all of the giant fire 
beetle cages in the fortress. 


‘Treasure: The iron chest is locked (Open Lock, DC 30) and 
contains the following treasure: 

* 5,990 cp and 2,248 sp (loose) 
deep green spinels (worth 100 gp each) 

+ A fungi flask containing a potion of cure moderate wounds, 

Ad-hoc XP Award; An otyugh is usually a CR 4 monster. 
However, Xukasus lost his otyugh special attacks. In his ogre 


form, he is considered a CR 3 encounter. 


M5. SECRET CORRIDOR 
This unlit, L-shaped corridor connects areas M3 and M28, The 
hall enables fortress guards to move quickly between different 


areas of the stronghold 


M6. ZENITH’S HALL (EL 2 AND 3) 


The ceiling in this square chamber rises to an apex 30 feet 
overhead, Great pairs of iron doors are set into opposite- 
facing walls, although only the northwest doors are sealed 
with « heavy iron bar, 

Each corner of the room holds a 2-foot-tall stone brazier 
carved in the likeness of an ovoid creature with three 
stubby legs, three eyes, and three spindly arms spaced 
equidistantly around its pebbly body. Smoke issues from a 
gaping mouth atop the creature's “head.” A dark, pungent 
haze fills the room. 

A 9-foot-tall gray stone statue of a dwarven warrior stands 
before the southeast set of iron doors, facing northeast. The 
dwarf stares blankly forward, two glistening black gems 
embedded in his eyes, a spiked helmet resting atop his for- 
midable brow. His armor bears graven glyphs, and a shield 
is slung over his back. His stony gauntlets rest on the 
handle of a stone greataxe etched with fiery patterns. The 
head of the weapon is planted firmly on the floor. 

Draped over the statue is a mass of iron chains ending in 
nasty barbs, spikes, hooks, and blades. Some of them are 
coiled around the statue's arms and legs to keep them from 


sliding off 


Four hobgoblins stand guard here: two flanking each set of 
iron doors. Eyeholes in the northwest set of doors allow them 
and other creatures to peer into area M. The iton bar that binds 
the northwest set of doors can be slid to one side with ease. The 
double doors are not otherwise locked. 

The mass of chains coiled around the statue is another 
guardian placed here by Kazmojen, but it attacks only when 
specific conditions are met (see Creatures, below, for details) 

The stone braziers look like xorns. The coals that burn in 
them are sprinkled with dried subterranean plants that exude a 
horrible stench when burned. 

The statue depicts Zenith Splintershield, the noble dwarven 
defender who once commanded the fortress garrison. The 
gems embedded in its eye sockets are held in place with sover- 
cign glue and can be easily removed with universal solvent is 
applied; prying them loose without applying magical solvent 


damages them and reduces their value to one-tenth normal 
The gems represent the only Treasure to be found here. 

Creatures: The four hobgoblins keep their eyes and ears 
open for Underdark visitors, escorting Kazmojen's clients from 
area M7 to prearranged quarters (areas M23~M24) or their 
master’s slave bazaar (area M34). The hobgoblins here attack 
any intruders who are not accompanied by a hobgoblin escort. 

The mass of chains draped over the statue is an animated con- 
struct given to Kazmojen by a powerful Underdark wizard. The 
animated mass of chains stirs only if it or the statue is disturbed, 
ot if Kazmojen himself commands it to attack. It moves by 
shambling across the floor. 

 Hobgoblins (4): hp 5 each; see area J63 for statistics and 
possessions. 

Animated Mass of Chains: CR 3; Large Construct; HD 
4d10+15; hp 37; Init +0; Spd 20 ft. (can't run), climb 10 ft; AC 14, 
touch 9, flat-footed 14; BAB +3; Grap +10; Atk +5 melee (1d8+3, 
3 chain rakes); Face/Reach 5 ft. across/10 ft.; SA constrict 
1d8+4; SQ hardness 10, construct traits; AL N; SV Fort +1, Ref 
+1, Will —4; Str 16, Dex 10, Con —, Int —, Wis 1, Cha 1 

Constrict (Ex): The mass of chains can attempt to grapple 
with one or more of its three chain attacks during any given 
round. It can only attempt to grapple Large creatures or 
smaller, and a grappled opponent takes 1d8+4 points of con- 
striction damage each round the grapple is maintained. 

Treasure: The two black sapphires set into the statue's eye 
sockets are worth 1,000 gp apiece intact, 

Development: The southeast doors are designed to allow 
sound to pass through them; the guards in area M21 hear 
sounds of combat emanating from this room and alert Kazmo- 
jen in area M34, but otherwise remain at their posts 


M7. ARCHED STONE BRIDGE 
Asstone bridge arches across a chasm. Thirty feet below lies a 
pool of still black water. 

‘The stone bridge is secure and enclosed on each side by a 2-foot- 
high stone railing. Anyone who falls from the bridge lands in a 70- 
foot-deep pool of icy water. Mineral deposits have turned the water 
black, but the real danger comes from the water's cold tempera- 
ture; see “Water Dangers” in the DUNGEON Master's Guide, page 85, 
for drowning and hypothermia rules, if they become necessary, 

The ‘stony black fangs” are harmless stalactites. 


M8. TO THE UNDERDARK (EL VARIES) 


A wide tunnel at the back of this dark, cold cavern slopes 
down into darkness. A small forest of stalagmites sprouts from 
the uneven floor, but the cavern otherwise appears empty. 


The tunnel leads to a vast network of caverns called the 
Underdark. Underdark denizens such as Pyllrak Shyraat (see 
M34) travel this runnel whenever they visit the Malachite 
Fortress to secure new slaves. What the PCs might find as they 
explore the Underdark is beyond the scope of this adventure, 
You can either indulge the PCs' curiosity or gently persuade 


them to return to the Malachite Fortress. 

Development: The way to discourage PCs from exploring 
too much of the Underdark is to make the perils great and the 
treasure sparse. Here are some possible threats the PCs might 
encounter during their initial explorations: 

+ A phantom fungus (EL 3) 

+A stone “toll bridge" guarded by a stubborn and greedy 
earth mephit (EL 3) 

+ A roving group of four darkmantles, derro, grimlocks, or 
troglodytes (EL 4) 

+ A swarm of twelve giant fire beetles that crawl up from a 
natural pit (EL 4) 

+ A pair of hungry gricks (EL 5) 

«+ Six goblins and their barghest leader (EL 5) 

* A pair of roving carrion crawlers (EL 6) 

+ Accluster of three hungry minor xorns demanding tribute 
in the form of precious metals or gems (EL 6), 


M9. GUARD BARRACKS (EL 2) 


A hellish glow fills this room, emanating from a 2-footlong 
beetle imprisoned in an iron-wrought cage suspended from 
the ceiling. Glands above the beetle's eyes shed the light, illu- 
minating the sparse furnishings of this rectangular chamber, 
Four malachite slabs, each one covered with a pallet of green- 
ish-black moss, juts from the walls. A wooden table stands in 
the middle of the room, surrounded by four chairs. The table 
bears four empty clay flagons and an iron cask. 


This simply furnished chamber is occupied. The moss-cov- 
ered slabs serve as beds for the guards stationed here. 

Creatures: Four hobgoblins lair here. Two are awake and 
seated at the table, drinking mead from the iron cask. The other 
two are asleep on their beds, snoring loudly. The caged fire 
beetle presents no threat unless it is released, in which case it 
attacks a random target. 

 Hobgoblins (4): hp 5 each; see area J63 for complete sta- 
tistics and possessions, 

Giant Fire Beetle: hp 4; Monster Manual 206. 

Tactics: At the first sign of trouble, the alert guards grab 
their weapons and wake their sleeping comrades. The awak- 
ened guards spend another round gathering their gear and 
“shaking out the cobwebs’ from having imbibed too much bad 
mead. The hobgoblins flank foes where appropriate. 


M10. KAZMOJEN’S QUARTERS 


This room is horridly appointed. The walls are carved with 
tall, narrow niches piled high with skulls, and the skinned 
hides of various monsters hang on the bare walls between 
them, A large chair made of monster skins stretched over a 
framework of bones stands in the middle of the room. A dra- 
conic skull surmounts the chair, empty eye sockets starting 
at you menacingly. Behind the chair, near the far wall, a bed 
of soft moss and fungi sprouts from a large heap of carrion. A 
few bones lie scattered around the bed. 


Kazmojen sleeps on the bed of moss, fungi, and carrion and 
sits in the chair during private meetings with Lord Vhalantru 
and various sordid Underdark clients. 

Kazmojen collects and displays the skulls and hides of past 
victims. The walls are adorned with the skinned hides of a 
basilisk, digester, displacer beast, ettercap, medusa, and sala- 
mander. The skulls are mostly goblinoid but also include a few 
gnome, dwarf, duergar, dark elf, grimlock, and troglodyte 
skulls, A hydra skull rests atop his “throne of skins and bones." 

Characters searching the room find scattered bones, animal 
droppings, and long quills on the floor—all left by Kazmojen’s 
pet howler. 

Kazmojen keeps no valuables here. A secret door in the 
south wall leads to his hidden treasury (area Mx) 


Mil. SECRET VAULT (EL 4 AND 2) 


This 30-foor-square room has no other visible exits. In the 
middle of the chamber rest three padlocked chests, three 
casks brimming with coins, a small stone bowl filled with 
gems, a heap of armor, and two large shields used as trays t0 
hold more coins. Various other trinkets and trophies add to 
the trove, including a gem-encrusted horn, an ornate walk- 
ing cane, and an engraved golden gong hanging from an 
intricately sculpted wooden frame. 

An iron lever juts from an iron plate in the south wall. The 
- lever is current in the “down’ position, 


A mimic protects Kazmojen’ trove, although its presence is 
not obvious (see Creature). 

The three chests are locked (Open Lock, DC 25), and Kaz- 
mojen carries the keys, Closer inspection of the chests reveals 
that one is iron-bound and has handles on its sides for easy 
transport. Another is blackened by fire and has a toothy, cres- 
cent-shaped grin painted on its front in dried blood. The third 
has copper fittings, a dagger-shaped symbol carved into its lid, 
anda hidden Trap. 

See Treasure for a full accounting of the room's precious 
contents. 

The iron lever in the south wall controls the pit trap in area 
Jx2. When the lever is raised, the pit locks shut and is safe to 
cross. 

Creature: A mimic has assumed the form of the gold gong 
and its wooden frame. Kazmojen’ allies brought the mimic 
from Jzadirune (see area J6o). It attacks anyone other than Kaz- 
mojen who approaches within 5 feet of the hoard. 

Mimic: hp 52; Monster Manual 135. 

Tactics: The mimic does not communicate or negotiate with 
the PCs, Ir fights until slain. 

Trap: The chest with the dagger carved into its lid radiates 
moderate Evocation magic under the scrutiny of a detect magic 
spell. Anyone who opens the lid releases a spectral dagger that 
attacks the opener for 7 rounds before disappearing. The dagger 
cannot switch targets and otherwise behaves exactly as a spiri- 
tual weapon cast by a 7th-level cleric with 14 Wisdom. 


¥ Spiritual Dagger Trap: CR 2; +5 melee (1d4+2, spiritual 
dagger); lasts 7 rounds; Search (DC 22); Disable Device (DC 20). 

Treasure: The iron-bound chest contains four large iron keys 
shaped like black demons resting on a bed of 4,225 sp. The keys 
do not open any doors in the Malachite Fortress but might 
prove useful elsewhere in the Underdark. 

The scorched chest with the bloody smile contains 450 gp, a 
silver crescent moon pendant on a silver chain (worth 30 gp), 
and two potions of darkvision, all buried under a layer of worth- 
less black iron coins. 

The trapped chest contains hundreds of worthless glass 
beads. However, the beads can be poured over a 20-foot-square 
area, requiring any creature that moves across them at normal 
speed ot faster to succeed at a Reflex save (DC 12) or fall prone. 

Other treasures found here include the following: 

* An oak cask containing 2,219 cp 

+ A fungal cask containing 696 sp and 1,451 cp 

+ An iron cask containing 522 gp and 900 sp 

+ A masterwork chain shirt (worth 250 gp) 

* A Medium-size suit of masterwork studded leather armor 
(worth 175 gp) 

* Amighty composite shortbow [+2] (worth 225 gp) 

* Asilvered two-bladed sword (worth 110 gp) 

+ A darkwood shield (worth 257 gp) holding 180 sp 

+ A large steel shield holding 362 cp 

+ An engraved stone bowl containing 19 gems; six chunks of 
blue quartz (worth 10 gp each), four carnelians (worth 50 gp 
each), four peridots (worth 75 gp each), two white pearls (worth 
100 gp each), a pink pearl (worth 250 gp), and two aquamarines 
(worth 500 gp each). The gems' total value is 2,010 gp. 

* An ivory horn set with bloodstones (worth 450 gp) 

* An ash walking cane with a silver, angel-shaped handle 
(worth 55 gp), which unscrews to reveal a tiny compartment 
containing a potion of cure moderate wounds in a vial. The cane 
belongs to Coryston Pike (see area M2x), 


MI2. TRAPPED ROOM CEL 2) 
Located between two secret doors, this 10-foot square room 
contains a Trap. 

Trap: The floor of this room is actually the lid of a 20-foot- 
deep spiked pit. It opens when the first character sets foot in 
the room. The pit’s lid can be locked shut by raising the lever in 
area Mxx, The pit trap can be closed and the trap reset by rais- 
ing and lowering the lever, 

The character who trips the trap can avoid falling in the pit 
by succeeding at a Reflex save (DC 15). 

av Spiked Pit (20 feet deep): CR 2; 2d6 points of damage 
(fall) plus +3 melee (1d4 points of piercing damage, 1d4 spikes); 
Reflex save (DC 15) prevents fall; Search (DC 17); Disable 
Device (DC 17). 


M13. ARCHED BRIDGE AND STATUES 


The arched bridge leads to a door that opens into area M34. 
Opposite this door is another portal opening into area M14. 
The dwarf statues, though fearsome in stature and well crafted, 
are unremarkable. 

Anyone who falls from the bridge or causeway lands in a 40- 
foot-deep pool of icy water. See “Water Dangers” in the Dun 
GEON Master's Guide for drowning and hypothermia rules, if 
they become necessary. 

Development: Loud noises in this cavern can be heard be 
the hobgoblin guards in areas Mg, Max, and M34, who investi- 
gate the following round. 


M14. AUTOMATON GUARDS (EL 5) 
Illusory wall spells separate this room into a 10-foot-wide corri- 
dor with two chambers to the north and south . The illusory 
walls are represented as dotted lines on the map. Although the 
walls appear solid and real, touching them reveals their truly 
insubstantial nature. 

Characters who enter this room from the north or south find 
themselves in a 20-foot-by-30-foot room bound by the illusory 
walls. They also see one of two automatons standing guard here 
(see Creatures, below), 

The room contains no furnishings. Wooden levers protrude 
from iron panels bolted to the northwest and southwest walls, 
The levers are currently in the “up” position; pulling them 
down causes the stone blocks in area Mrs to sealing off the 
western cellblocks (areas M16 and M17). 

Creatures: Two hammerer automatons guard this chamber. 
One stands by the north lever, while the other stands beside the 
south lever. A rust monster damaged both constructs several 
years ago, and no one has bothered to repair them. 

 Hammerer Automatons (2): hp 25, 22; Monster Manual 
1127 or see the “Life's Bazaar” Web enhancement. 

Tactics: If someone other than Kazmojen, a hobgoblin, or an 
ogre enters this room, the automatons have instructions to pull 
down the levers, sealing off the western cellblocks. Once the 
levers have been pulled, the automatons attack intruders, strik- 
ing from behind the illusory walls. 

A hammerer attempts to grapple the nearest foe with its 
pincer, If it succeeds, it smashes the trapped victim with its 
hammer on subsequent rounds (no attack roll required) until 
the victim is dead or goes limp, at which point it releases its 
prey and seeks out its next target. A grappled character can 
trick the automaton into releasing its hold by using a full-round 

action to ‘play dead.” A successful Bluff check (opposed by the 


hammerer’s Wisdom check) fools the hammerer into releasing 
its hold on its next action and choosing a new target. Presum- 
ably, the character playing dead falls prone at the start of the 
hammerer’s turn, 

Treasure: The “heart” of each automaton is actually a violet 
garnet (worth 500 gp). Finding it requires a successful Search 
check (DC 24). 

Development: As long as all doors to this chamber remain 
closed, sounds of combat emanating from within the room 
cannot be heard in other areas. 

‘Ad-hoc XP Award: Hammerer automatons are normally CR 
4 monsters. However, these ones are already damaged and 
should be treated as CR 3 creatures. 


M15. SLIDING BLOCKS 

The corridors leading to the cellblocks (areas Mx6 and M17) 
are 10 feet high. Recessed into the walls are two great blocks of 
malachite on stone rollers. The blocks fit the corridor perfectly, 
allowing only the slightest gap between it and the surrounding 
floor, walls, and ceiling. 

When the levers in area Mx4.are pulled, the blocks roll 10 feet 
to the east, effectively sealing off the cellblocks and trapping the 
prisoners within. Keeping a block from rolling into place 
requires a successful Strength check (DC 25); if the check fails, 
any creature in the space to be occupied by the block is pushed 
back 10 feet automatically. 

Arolled block must be physically pushed back into its niche; 
this requires a successful Strength check (DC 25). Moving the 
block is a lot harder from inside the sealed-off cellblock, requir- 
ing a DC 30 Strength check. 

Development: The stone blocks are a safety measure to pre- 
vent prison breaks. 


MIi6. EMPTY CELLBLOCK 

This corridor stretches for nearly a 100 feet, ending at a blank 
wall, In the east and west walls are several 6-foot-tall, 2-foot- 
wide iron doors with small barred windows at dwarven eye 
level and kept locked by iron bars. The iron doors are typical 
except for the 6-inch-wide, 3-inch-high barred windows set 
into them. 

Each 10-foot-square cell contains an uncomfortable stone 
slab (actually a protrusion of the far wall), an iron chamber 
pot, a clay jug for holding water, and the occasional gnawed 
bone, chunk of dried bread, or piece of moldy cheese. 

None of the cells is currently occupied. 


MI7. EMPTY CELLBLOCK 
This cellblock is similar in configuration to area Mx6. No pris- 
oners are currently kept here. 


M18, CELLBLOCK 

The layout of this corridor is identical to that in area Mx6. The 
difference here is that the PCs can hear faint whimpers from 
down the hall. 


The cells are furnished similarly to the ones found in area 
Mx6. Attempting to unbar and open a cell door without attract- 
ing the attention of the guards in area M20 requires a successful 
Move Silently check opposed by the guards’ Listen checks. 

Creatures: Four prisoners, all kidnapped townsfolk, are 
incarcerated in separate cells, They wear tattered and stained 
clothes, but any other possessions of possible value or use have 
been stored in area M19. 

Krylscar Endercott (see below for statistics), a 24-year-old 
male human, remains impertinent and contentious despite a 
terrific beating given to him by his jailers. Not surprisingly, the 
scruffy, ornery, and obnoxious loudmouth remains an unsold 
commodity. 

Deven Myrzal (Com; hp 3), an 18-year-old male human, has 
Jost all hope of being rescued and has endured special torment 
at the hands of his jailers, who have vowed to eat him if no one 
buys him asa slave. 

Irruth Mercadi (Com1; hp 4), a 36-year-old female human, 
trembles quietly in a dark corner of her cell, imagining the var- 
ious horrors that await her. 

Jasper Drundlesput (Exp2; hp 6), a 74-year-old gnome, mum- 
bles quietly to himself most of the time. He has used a sharp 
stone to carve mathematical formulas into the walls of his cell, 
mostly to pass the idle time. 

¢ Krylscar Endercott, Male Human Wart: CR 1/2; 
Medium-size Humanoid (human); HD 1d8+3; hp 10 (currently 
5); Init +0; Spd 30 ft.; AC 10, touch 10, flat-footed 10; BAB +1; 
Grap +2; Atk +2 melee (1d3+1 subdual, unarmed strike) or +1 
ranged; AL CG; SV Fort +2, Ref +0, Will ~1; Str 13, Dex 10, Con 
11, Int 10, Wis 8, Cha 11. 

Skills: Climb +3, Intimidate +4, Swim +3. Feats: Weapon Focus 
(longsword), Toughness. 

Languages: Common. 

‘Yactics: Deven, Irruth, and Jasper are not much good in a 
fight, but Krylscar will swing a sword, a chair, or whatever else 
he can find to win his freedom, He rebukes authority and does- 
nt take orders well, however. 

Development: These prisoners know they are not the only 
ones being held in the fortress. Four children were recently 
removed from their cells and taken to the auction chamber 
(area M34), and six other slaves have been put to work in the 
forge (area M27). The prisoners know how to get to both rooms 
from this cellblock. 

Ad-hoc XP Award: Award the party 100 XP for each pris- 
oner returned to Cauldron alive and 50 XP for each slain pris- 
oner they return to the town for proper burial. 


M19. PRISONER GEAR 


effects, PCs find the following gear: 
* A Small suit of studded leather armor 
* A Medium-size bloodstained chain shirt 
* Ablood-encrusted short sword 


+ 2longswords 

+ Aleather bag of caltrops 

+ A30-foot length of hemp rope 
*3rorches 

* An empty backpack 


javelins. 


area M21, 


tistics and possessions, 


clamps around her wrists, ankles, and neck, 


Prisoners detained in the cellblocks are stripped of all 
belongings; unnecessary clothing and other mundane equip- 
ment is stored here. PCs searching the tables find several bun- 
dled outfits, as well as vests, cloaks, belts, slippers, and boots. 
The room also contains some equipment taken from captured 
Underdark denizens, who are more likely to carry weapons and 
armor than city-dwelling folk; see Treasure, below, for details. 

Treasure: Among the worthless clothing and personal 


* Any items worth 100 gp or less taken from captured PCs, 


M20. JAILERS’ QUARTERS (EL 1) 


Moss pallets cover five malachite slabs that protrude from 
the walls of this rank chamber. A somewhat mistreated 
wooden table and four chairs stand in the middle of the 
room. A rack of javelins occupies the northeast corner, 


The moss-covered slabs serve as beds for the chief jailer and 
his four subordinates—all hobgoblins. Only two hobgoblins are 
in the room at present, but the others are close by in area M2z. 

The weapon rack in the northeast corner holds 16 normal 


Creatures: Two hobgoblins rest here. Although they are 
lying down, they are kept awake by the sounds of torture in 


 Hobgoblins (2): hp 5 each; see area J63 for complete sta- 


Tactics: If anyone enters the room or if they hear loud noises 
in area M13 or Mx8, the two hobgoblins grab their swords and 
shout for reinforcements. They like to flank foes in combat. 

Development: Any disturbance in this room attracts the 
monsters in area M21, who appear 1 round later. 


M21. TORTURE CHAMBER (EL 2) 


Ghastly furnishings decorate this hellishly lit chamber. 
Glowing-hot coals fill the black belly of a 6-foot-diameter 
iron oven that dominates the room. Three branding irons lie 
half-immersed in the coals. Two iron cages hang from the 
ceiling on either side of the oven: One holds an enormous 
beetle with red-glowing glands, and the other holds a pile of 
bones and skulls. The latter cage hangs by a narrow window 
that looks out into a dark cavern, Against the south wall, a 
haggard woman sits in a tall, iron-wrought chair, metal 


Unless a disturbance lures them elsewhere, Kazmojen’s 
chief jailer and two other hobgoblins lurk here. They are 
killing time by torturing one of their master’s prisoners—an 
attractive middle-aged woman named Coryston Pike. Her 
shackles are held shut with iron pins, which can be easily 
removed to set her free. 

The caged giant fire beetle poses no threat as long as it 
remains confined. The other cage contains bones from many 
different creatures, placed here to add to the décor. 

Creatures: The chief jailer is an ebon-skinned hobgoblin 
with one arm named Zarkad; he impressed Kazmojen in battle 
despite his apparent infirmity. The other two hobgoblins are 
typical of their kind. 

Coryston Pike gave up adventuring 13 years ago after a 
marauding troll tore her comrades to pieces and nearly did the 
same to her. She walks with a limp—a painful reminder of her 
encounter with the troll. If the PCs set her free, she assists them 
any way she can 

Giant Fire Beetle: hp 4; Monster Manual 206. 

2 Hobgoblins (2): hp 5 each; see area J63 for complete sta- 
tistics and possessions. 

2 Zarkad, Male Hobgoblin War2: CR 1; Medium-size 
Humanoid (hobgoblin); HD 2d8+2; hp 15; Init +1; Spd 30 ft; 
AC 17, touch 11, flat-footed 16; BAB +2; Grap +4; Atk +4 melee 
(1d8/19-20, longsword) or +3 ranged (1d6, javelin); SQ darkvi- 
sion 60 ft.; AL LE; SV Fort +4, Ref +1, Will +0; Str 14, Dex 13, 
Con 12, Int 10, Wis 10, Cha 12. 

Skills: Hide -3, Intimidate +3, Listen +3, Move Silently —1, 
Spot +3. Feats: Alertness. 

Languages: Goblin. 

Possessions: Banded mail, longsword, 2 javelins, two potions of 
cure light wounds, pouch containing 15 gp and 88 sp. 

# Coryston Pike, Female Human Rog1/Sor2: CR 3; 
Medium-size Humanoid (human); HD 1d6+1 plus 2d4+2; hp 17 
5); Init +2; Spd 20 ft. (limp); AC 12, touch 12, flat- 
footed 10; BAB +1; Grap +0; Atk +0 melee (1d3—1 subdual, 
unarmed strike) or +3 ranged; SA sneak attack +1d6; SQ 
trapfinding; AL NG; SV Fort +2, Ref +4, Will +3; Str 8, Dex 15, 
Con 13, Int 12, Wis 10, Cha 14. 

Skills; Bluff +6, 
guise +6, Gather Information +6, Hide +6, Knowledge (arcana) 


(currently 


Joncentration +5, Disable Device +6, Dis- 


+3, Knowledge (local) +5, Move Silently +6, Open Lock +6, 
Sense Motive +4, Spellcraft +3, Tumble +6. Feats: Great Forti- 
tude, Point Blank Shot, Precise Shot. 

Spells Known (6/5; base save DC = 12 + spell level): 0—daze, 
detect magic, mage hand, ray of frost, read magic; 1st—change self, 
magic missile. 

Languages: Common, Elven. 

Ad-hoc XP Award: Award the party 150 XP if Coryston is 
returned to Cauldron alive or 75 XP if the PCs return her dead 


body to the town for proper burial. 


M22. MAIN HALL (EL 2+) 


‘The following boxed text assumes the PCs enter the hall from 
area M6; 


‘This dark hall widens to 20 feet and ends ata large sct of iron 
doors. Two wooden levers are set into opposite walls on 
either side of the double doors. Ten-foot-wide passages 
branch to the east and west. 


This hall is guarded and trapped. If the PCs enter the hall 
with a charmed hobgoblin escort, they are allowed to traverse 
the hall and knock on the doors leading to Kazmojen’s auction 
chamber (area M34). If the PCs enter the hall unescorted, they 
are attacked, 

Creatures: Two hobgoblin guards stand at the south end of 
the hall, on either side of the iron double doors leading to area 
M34. Their darkvision allows them to see the length of the hall. 

4 Hobgoblins (2): hp 5 each; see area J63 for complete statistics. 

Possessions: Banded mail, longsword, longbow with 20 arrows, 
4 javelins, pouch containing 1d10 x 10 sp and 1di0 x 5 gp. 

Tactics: If they spot the PCs, the hobgoblins bang on the 
double doors and shout “Croleks!” (“Intruders!"), alerting the 
occupants of areas M26 and M34. They then begin shooting 
arrows at the intruders, 

On the second round, four hobgoblins from area M26 enter 
the hall, stopping just short of the pir traps (see Trap, below) 
The two archers ready actions to pull down the levers, opening 
the pit traps when they think they can catch the most intruders. 

The hobgoblins try to catch as many PCs as possible in the 
pit traps, then begin hurling javelins down at them. Once the 
levers are pulled, the two archers resume shooting arrows at 
PCs still in the hall proper. 

Trap: The hall contains two 10-foot-by-20-foot pit traps, The 
pits open when the levers by the southern doors are pulled; the 
west lever opens the northernmost pit, and the east lever opens 
the southernmost pit. 

Each pit is 10 feet deep and lined with spikes. Any PC stand- 
ing on a pit when it opens must succeed ata Reflex save (DC 15) 
or fall in, taking damage from the fall and the spikes. 

The inside walls of the pit are polished smooth and cannot be 
climbed without climbing gear. 

The pit lids can be closed and locked by pulling up the levers, 
although the lids are heavy and take around to close. 

7 Spiked Pits (xo feet deep): CR 1; 1dé points of damage 
(fall) plus +3 melee (1d4 points of piercing damage, 1d4 spikes); 
Reflex save (DC 15) prevents fall; Search (DC 17); Disable 
Device (DC 17). 

Development: When they hear the call to arms, the two 
hobgoblins in area M34 watch the battle unfold through tiny 
eyeholes in the southern set of double doors. If the hall guards 
are overwhelmed, the hobgoblins in area M34 bar the double 
doors leading to that area and use a circuitous route (through 
areas M29 and M27) to reach the interlopers. Kazmojen 
remains in area M34. 


M23. GUEST QUARTERS 


An iron cage dangles from the ceiling in one corner of this 
room, Trapped inside the cage, a large beetle with glowing 
glands bathes the room in an infernal light. The room con- 
tains a pair of simple beds and a table with two chairs, 


These two rooms are set aside for Kazmojen’s clients. Neither 
room is currently in use, 

Creature; If released, the caged beetle attacks the nearest 
creature. 

2 Giant Fire Beetle: hp 4; Monster Manual 206. 

Ad-hoc XP Award: PCs do not receive experience for releas- 
ing and killing the giant fire beetle. 


M24. GUEST QUARTERS 

Kazmojen reserves this room for special clients, but it is cur- 
rently notin use. An empty iron cage dangles from the ceiling in 
one corner. The room's furnishings include a large bed, its 
corner posts shaped like dwarven sentinels. Three cots, a table, 
and four chairs fill out the décor. 


M25. PYLLRAK’S QUARTERS (EL 2) 


An iron cage dangles from the ceiling in one corner of this 
rectangular chamber. Trapped inside are two enormous bee- 
tles that shed @ hellish light. The rooms furnishings include 
a large bed covered with animal hides, its corner posts 
shaped like dwarven sentinels. Next to the bed sits an iron 
trunk with claw-shaped feet and four chains bolted to its 
sides. Two horrid blobs of flesh assume vaguely humanoid 
forms nearby and begin shambling toward you. 


Pyllrak Shyraat, one of Kazmojen's best clients, claims this 
room as his own. 

The iron chest is locked (Open Lock, DC 25) and contains Pyll- 
rak’s supplies and personal effects (see Treasure, below). The 
four chains attached to the chest end in shackles; Pyllrak has keys 
for the shackles, which he uses to bind his slaves during long 
treks through the Underdark. 

Creatures: The two “horrid blobs of flesh” are Pyllrak’s 
lemure thralls. They have orders to attack anyone other than 
Pyllrak who enters the room. 

2 Lemures (2): hp 11, 8; Monster Manual 48. 

Treasure: Pyllrak’s locked trunk contains the following items: 

+ An explorer’s outfit 

* Abedroll 

+ A jug of wine 

+A full waterskin 

+ 4 spare sets of manacles (worth 15 gp each) 

+4 small empty sacks 

* 2 potions of cure light wounds. 


M26. MAIN BARRACKS (EL 2) 


The door to this room is slightly ajar, allowing the guards 
within to hear cries of alarm in area M22. 


These barracks, which hold four rows of iron-wrought 
bunkbeds, can accommodate 32 guards, although only half that 
many hobgoblins sleep here. The bunks are sized for dwarves, 
much to the hobgoblins' chagrin. Two empty iron cages hang 
from the ceiling, 

Creatures: Four hobgoblins rest here, their weapons leaning 
against their bunks or lying on the floor nearby. They respond 
quickly to cries of alarm or sounds of battle in area M22. 

 Hobgoblins (4): hp 5 each; see area J63 for complete sta- 


tistics and possessions. 


M27. FORGE (EL 3) 


PCs who listen at the west or south door can hear the sounds of 


a roaring fire and hammers striking metal. The north secret 


door is soundproof. 


‘This smithy is unpleasantly warm and filled with the stench 
of hot metal and ash. A blazing forge dominates the east 
wall, flanked by malachite caryatids depicting dwarven met- 
-alsmiths. In front of the hearth rests a 10-foot-wide, 20-foor- 
Jong slab of gray stone surmounted by two black anvils, Bar- 
els of water and metalsmithing tools rest nearby. 

‘Two cylindrical iron cages, each one 5 feet tall and 2 feet 
wide, dangle from the ceiling by iron chains. The bottoms of 
‘the cages hang 5 feet above the floor, and the giant fire bee- 
‘les locked within them shed a lurid orange glow: 

_ Atop the slab, a female dwarf and three goblins hammer 
away at pair of newly forged javelins while two halflings sit 
‘on the floor nearby, linking together tiny chains for what 
‘will ultimately become a suit of armor. The dwarf and 
+halflings have manacles binding their ankles. Supervising 
‘them are four armored hobgoblins. “f 


Dwarves used the forge to craft armor and weapons, and Kaz- 
mojen has just begun using the room for a similar purpose. His 
slaves are not well trained in the art of metalsmithing, however, 
and progress has been slow. 

One of the hobgoblins carries the key that unlocks the slaves’ 
manacles. Otherwise, the manacles must be picked, smashed, 
or magically opened. 

Iron Manacles: Hardness 10; hp 10; break DC 26; Escape 
Artist (DC 30); Open Lock (DC 25). 
he four hobgoblins are tired of watching the 


Creatures: 
slaves work. The loud hammering and roaring fire prevent 
them from hearing cries of alarm elsewhere in the fortress. 

The three goblins fight alongside the hobgoblins. If all of the 
hobgoblins are slain, the goblins surrender. They can be goaded 
into helping the PCs, but they remain untrustworthy and turn 


against the PCs to save their skins. 

The dwarf and halflings are Cauldron townsfolk. They wear 
tattered clothes, but any other possessions of possible value or 
use have been stored in area Mx9. 


Sondor Ironfold (Comt; hp 4), a 127-year-old female dwarf, 
she came here with her husband, who was sold away four weeks 


felt alone ever since. 


ago. She ha 
2; Appraise +4), a 42-year-old 


Jeneer Everdawn (Com1; hp 
male halfling, is delirious with fear. Red rings around his eyes 
attest to the nightmares that consume his sleep. 

Maple (see below for statistics), a 32-year-old female halfling, 
constantly looks for a way to escape captivity. Escape and self- 
preservation are always foremost in her mind. She also speaks 
Goblin, so she secretly knows what her captors are saying 

If released from their cages, the giant fire beetles attack 
nearby targets indiscriminately. 

Y Hobgoblins (4): hp 5 each; see area J63 for complete sta- 
tistics and possessions. 

Goblins (3): hp 4 each; Monster Manual 107. 

Maple, Female Halfling Rogr: CR 1; Small Humanoid 
(halfling); HD 1d6+1; hp 5; Init +7; Spd 20 ft; AC 14, touch 14, 
flat-footed 11; BAB +0; Grap —5; Atk +0 melee (1d2—1 subdual, 
unarmed strike) or +4 ranged; SA sneak attack +1d6; SQ 
trapfinding; AL N; SV Fort +2, Ref +6, Will +0; Str 8, Dex 17, 
Con 12, Int 13, Wis 8, Cha 14. 
skills: Appraise +3, Climb +1, Disable Device +7, 
Artist +7, Hide +11, Jump +1, Listen +3, Move Silently +9, Open 
Lock +7, Pick Pocket (Sleight of Hand) +7, Search +5, Tumble 


Escape 


+7. Feats: Improved Initiative. 

Languages: Common, Goblin, Halfling 

Giant Fire Beetles (3): hp 4 each; Monster Manual 206. 

Ad-hoc XP Award: Award the party 100 XP for each 
townsperson returned to Cauldron alive, or 50 XP for each dead 
NPC returned to the town for proper burial. 


M28. SECRET ARMORY 
Dozens of forged weapons are neatly arrayed on four 
wrought-iron weapon racks standing in the middle of this 
floor, Pushed against the east wall are two tables covered 
with suits of armor. 


Treasure: Characters who search this room find the follow- 
ing equipment: 

+2 Medium-size chain shirts (worth 100 gp) 

* 2 Medium-size suits of banded mail (worth 250 gp each) 
+A Medium-size suit of half-plate (worth 600 gp) 


* 2 spiked gauntlets (worth 5 gp) 


* A masterwork greataxe (worth 320 gp) 
+15 shortspears (worth 1 gp each) 

* 10 throwing axes (worth 8 gp each) 

* 10 handaxes (worth 6 gp each) 

* 5 battleaxes (worth 10 gp each) 

+ s heavy picks (worth 8 gp each) 

+ 4 warhammers (worth 12 gp each) 


M29. DINING HALL 
‘The dining hall is currently unoccupied, although the hobgoblin 


garrison gathers here every 24 hours to partake in a feast served 


by their enslaved cooks (see area M33). They seat themselves on 
benches around the four long tables, which are littered with 
empty tankards, smashed pottery, and moldering scraps of food. 


M30. COOKS’ QUARTERS 

The cooks (see area M33) sleep here and have neither valuables 
nora place to hide them. The room holds only three cots atop a 
gray, stained rug. 


M31. LARDER 

Four slabs of meat hanging from hooked chains are the 
skinned, dried corpses of four Medium-size monsters: a giant 
lizard, a krenshar, a hunting bat, and a snake, These dead 
remains will eventually be cooked and served up to Kazmojen 


and his garrison. 


M32. PANTRY 

Characters who search the jugs, flasks, pots, casks, and sacks on 
the stone shelves find various edible foodstuffs purchased from 
Underdark traders. Most of the food consists of edible fungi, 
mold, small vermin, and ale 


Treasure: Exotic Underdark spices and seasonings fill bot 


tles along the shelves. Characters can collect 15 bottles of exotic 


spices (worth 2 gp each, 


M33. KITCHEN (EL 1) 
This sparsely appointed kitchen has a stone hearth set into 
the southeast corner, a worktable in the middle of the 
room, and some shelves carved into the west wall, The table 
bears many pots and utensils, and clay dishware clutrers 
the shelves, 


The kitchen contains little of value but is usually occupied 
yffon Malek (Com1; hp 4), a 33-year-old 


Creatures’ 
human barkeeper from Cauldron, serves as Kazmojen's head 
cook, He wormed his way into the position to avoid Kazmojen's 
slave auction. In exchange for his loyal service, he gets to sleep 
in a cot instead of a cell, and he gets to eat warm leftovers 
instead of cold ones. On the downside, he must work with two 
goblin assistants who cant tell the difference between a fork 
and a spoon. 
Goblins (2): hp 4 each; Monster Manual 107. 


Tactics: The hobgoblins have instructed the two goblins to 


watch Gryffon and test the food he cooks to make sure it's not 
poisoned. The goblins are bullies who yield when injured or 
faced with certain death. 

If presented with a no-fail plan of escape, Gryffon agrees to 


accompany the PCs. However, if his so-called “saviors” fail to 
present a viable plan of escape, Gryffon would rather stay here 
than risk Kazmojen's ire. Convincing him to accompany the 


PCs requires a successful Bluff, Diplomacy, or Intimidate check, 


with a +2 circumstance bonus if his friend Krylscar (see area 


Mzx8) is present. 

Ad-hoc XP Award: Award the party 100 XP if Gryffon is 
returned to Cauldron alive or 50 XP if the PCs return his dead 
body to the town for proper burial. 


M34. SLAVE BAZAAR (EL 6+) 


The northern double doors leading to this room have small eye- 
holes set into them, allowing Kazmojen’s hobgoblin guards to 
keep abreast of events in area M22. The shurers for the eye- 
holes can be closed and locked from the south side. 

If the guards in area M22 raise a general alarm, Kazmojen 
orders the two hobgoblin guards in this room to slide an iron 
bar across the northern double doors, sealing them, He then 
sends the guards through areas M29 and M27 to deal with the 
intruders (see area M22 for details). 

If the PCs reach this chamber with the aid of a charmed hob- 
goblin escort (and without raising a general alarm), they are 
allowed inside. 


Four malachite pillars support the 20-foot-high ceiling of 
this grand chamber, Hanging from an iron brace mounted 
near the top of each pillar is a cylindrical iron cage contain- 
ing a giant beetle thar sheds an infernal orange light. 

‘The southern half of the chamber rises § feet, and a wide 
black staircase leads up to the raised floor: Just past the top of 
the stairs, an 8-foot-tall iron post erupts from the floor. Iron 
shackles hang from the top of the post, secured to which are 
three children—a dwarf boy and two human girls. Five 
narrow windows carved into the south wall stand open to 
the darkness beyond. 

A 5-foortall muscular figure clad in black plate armor stands 
on the staircase, his face hidden behind a visor. In one gaunt- 
let, he clutches a wicked dwarven urgrosh. In the other, he 
grasps a chain ending in an iron ring clemped around a 
human boy's neck. Behind him, crouched at the top of the 
stairs, looms a slavering, bestial hound bristling with quills. 

‘The black-clad knight is haggling with a creature that looks 
like an ash-skinned dwarf with sharply pointed ears and 
yellow eyes. He wears robes encrusted with mold, holds out a 
bone box filled with coins, and looks at you with utter disgust. 


Deakon Stormshield, Evelyn Radavec, and Lucinda Aldreen 
(hp 3, 3, 2) are shackled to the slave post. Kazmojen (the figure 
in black armor) carries the keys to their shackles. He holds the 
shackles of the fourth prisoner—Terrem Kharatys (hp 4)—so 
that his client can inspect the boy more closely. 

Terrem Kharatys bears a hidden mark on his left cheek: a 
Carcerian Sign. The birthmark is naturally (not magically) 
invisible and can be seen using a see invisibility or true seeing 
spell. Terrem is one of the Shackleborn (see Campaign Seed: 
The Shackleborn for details) 

Kazmojens client is a durzagon (a half-duergar/half-barbazu 
devil) named Pyllrak Shyraat. Pyllrak (the ash-skinned figure) 


specifically requested child slaves because they are easier to 
subjugate and less likely to revolt. However, something about 
Terrem unnerves Pyllrak, although the durzagon cant put his 
finger on it. He has already negotiated a fair price for the other 
three children; the bone box he carries contains his offer. 

Iron Shackles: Hardness 10; hp 10; break DC 26; Escape 
Artist (DC 30); Open Lock (DC 25). 

Creatures: Kazmojen was the product ofa mad wizards exper- 
iment at crossbreeding a male dwarf with a female troll. See the 
Fiend Folio for more information on the half troll template. 

Lacking strong parental guidance as an ugly youth, Kazmojen 
quickly learned the three rules of survival in the Underdark: 
Never buy food from a stranger, never take your eyes off your 
traveling companions, and never let anyone see you cry. His troll 
heritage also reinforced a general loathing of acid and fire, 

Kazmojen found Prickles, his juvenile howler companion, 
on an Underdark expedition. He treats Prickles better than all 
of his other servants combined and becomes positively enraged 
if Prickles is slain. 

The other occupants of the room include a pair of hobgoblin 
sentries (who stand guard just inside the northern double 
doors), Pyllrak, and the four kidnapped children. 

 Kazmojen, Male Half-dwarf/Half-troll Ftr4: CR 5; 
Medium-size Giant; HD 4d10+24; hp 50; Init +1; Spd 15 ft; AC 
23, touch 11, flat-footed 22; BAB +4; Grap +9; Atk +10 melee 
(1d8+7/x3, masterwork dwarven urgrosh axe), or +6 melee 
(1d8+7/x3, masterwork dwarven urgrosh axe) and +2 melee 
(1d6+4/x3, masterwork dwarven urgrosh spear), or +9 melee 
(1d6+5, bite) and +4 melee (1d4+2, 2 clawed gauntlets), or -5 
ranged (1d6, throwing axe); Face/Reach 5 ft. across/10 ft; SA 
rend 2d4+7, improved reach (10 ft.), +4 racial bonus on attack 
rolls against goblinoids and orcs; SQ see below; AL LE; SV Fort 
+10, Ref +4, Will +4; Str 20, Dex 12, Con 22, Int 8, Wis 13, Cha6. 

Skills: Intimidate +5. Feats: Cleave, Iron Will, Power Attack, 
Weapon Focus (dwarven urgrosh), Weapon Specialization 
(dwarven urgrosh). 

Languages: Common, Dwarven, Giant. 

Possessions: Full plate, great helm with visor, masterwork 
dwarven urgrosh, 4 throwing axes, pouch containing 180 gp 
and three keys (to the chests in area Mx1). 

Special Qualities: To simplify Kazmojen’s stat block, his 
special qualities are summarized below: 

* Darkvision (60 feet) 

+ Regeneration 2 (cannot regenerate damage from acid or 
fire attacks) 

* Scent (see the Monster Manual, page 10, for details) 

* 42 racial bonus on Search checks to notice unusual 
stonework 

+ 44 bonus on saves to resist bull rushes and trip attacks 
when standing on ground 

+ +2 racial bonus on saves against poison, spells, and spell 
like effects 

+ +4 dodge bonus to AC against giants 


@ Prickles, Juvenile Howler: CR 3; Large Outsider 
(chaotic, evil, extraplanar); HD 4d8+8; hp 33; Init +7; Spd 60 ft; 
AC 17, touch 12, flat-footed 14; BAB +4; Grap +13; Atk +8 melee 
(2d8+4, bite), +3 melee (1d4+2, 1d4 quills); Face/Reach 10 ft. 
across/5 fi; SA quills, howl; AL CE; SV Fort +6, Ref +4, Will 16; 
Str 19, Dex 17, Con 15, Int 6, Wis 14, Cha 8. 

Skills: Climb +8, Hide +6, Listen +9, Move Silently +6, Search 
~1, Spot +9. Feats: Alertness, Improved Initiative. 

 Pylirak Shyraat, Male Durzagon: hp 32; Monster Manual 
IT 124 or see the “Life's Bazaar” Web enhancement. 

Possessions: Small bone box containing 180 gp, bag of holding 
(Type 1) containing 4 torches, 4 tindertwigs, a 50-foot length of 
hemp rope, a potion of cure moderate wounds, and a potion of alter self. 

Y Hobgoblins (2): hp 5 each; see area J63 for complete sta- 
tistics and possessions. 

Giant Fire Beetles (4): hp 4 each; Monster Manual 206. 

Tactics: Kazmojen is busy pushing the sale of the fourth 
child, Terrem, and becomes quite annoyed if the PCs interrupt 
his “negotiations. Still, he’s curious to know why the PCs have 
come to his stronghold and allows them to speak before decid- 
ing whether to kill them, capture them, or trade with them. 

Although his inherited his evil ways from his troll mother, 
Kazmojen also inherited his father's lawful nature. He has 
agreed in principle to give Pyllrak three of the children 
(Deakon, Evelyn, and Lucinda) for 50 gp each and is currently 
offering to sell Terrem “at a discount” (30 gp). The PCs are free to 
“bid” on Terrem, but the other children are off limits as long as 
Pyllrak Shyraat is alive. 

Ifthe PCs threaten Kazmojen or attempt to take the children 
by force, Kazmojen orders Prickles to attack and hurls one of 
his throwing axes at the insolent PCs. He then wades into 
melee with his urgrosh, leaving Terrem unguarded by the stairs. 
Kazmojen's long, troll-like arms give him a 10-foot reach. If dis- 
armed, he uses his sharp teeth and clawed gauntlets to rend 
foes, Prickles' desperate howls are loud enough to be heard by 
every living hobgoblin in the fortress (but not Xukasus in area 
M4), and they quickly converge on the auction chamber, 

The round after combat erupts, Pyllrak turns invisible and 
tries to stay out of harm’s way. If either Kazmojen or Prickles 
falls in battle, Pyllrak flees the room (using darkness to mask his 
exit, if necessary) and returns to his quarters (area M25) to 
gather his belongings. He then vacates the fortress with his 
lemure minions. 

Unlike Kazmojen, Pyllrak has no taste for blood. If the PCs 
challenge him for ownership of the children, Pyllrak backs 


‘com- 


down, agreeing to their demands provided he receives 
pensation’ in the form of 450 gp worth of coins or magic items 
(which he expects the PCs—not Kazmojen—to pay), A suc- 
cessful Bluff, Diplomacy, or Intimidate check (DC 14) per- 
suades him to reduce the amount, although he wont go lower 
than 150 gp. 

PCs can negotiate for Terrem. Pyllrak does not protest when 
Kazmojen offers to sell the boy for 100 gp. PCs can haggle over 
the price, although Kazmojen is already mad at them for “arriv- 


ing unannounced." A successful Bluff, Diplomacy, or Intimi- 
date check (DC 18) persuades Kazmojen to drop his price by as 
much as half (50 gp). 

Development: Three rounds after the PCs enter the cham- 
ber, Lord Vhalantru of Cauldron appears to take Terrem into his 
custody. If Kazmojen lives, the beholder makes him “a fair 
offer.” If the half-dwarf slave trader is slain or otherwise unable 
to negotiate, Vhalantru makes a similar offer to the PCs. Pro- 
ceed to “Vhalantru's Offer,” below. 

Ad-hoc XP Award: Award the party 50 XP per child 
returned safely to the Lantern Street Orphanage in Cauldron, 
or half that amount for each dead child brought back to the 
town for proper burial. 

Do not award experience for Pyllrak Shyraat unless the PCs 
defeat him in combat. 


VHALANTRU’S OFFER (EL 18) 


Three rounds after the PCs’ enter area M34, the beholder Vha- 
lantru appears in the middle of the chamber, courtesy of a tele- 
port spell cast by an invisible wizard with him. You may shorten 
ordelay their arrival, provided they appear before the PCs leave 
the chamber. 

Read or paraphrase the following text when Lord Vhalantru 


appears: 


Ifone or more PCs can see invisible creatures, they also see a 
lithe figure standing next to the beholder: a flying human 
woman wearing black robes and a tall black headdress, her face 
concealed behind a dark veil. In one hand she clutches a slender 
crystal wand, and around her neck she wears a pendant shaped 
like a tiny silver cage. 

If Kazmojen lives, Vhalantru addresses him directly. Other- 
wise, the beholder speaks to whoever seems to be in charge. 


Creature: Vhalantru can annihilate a low-level group of 
adventurers, but he has no interest in harming the PCs. Once 
Terrem is handed over, Thifirane teleports all three of them away 


using a scroll. 
 Vhalantru, Beholder: hp 66; Monster Manual 24. He cur- 
rently has the benefits of a stoneskin spell. 

# Thifirane, Female Human Traro: CR 10; Medium-size 
Humanoid (human); HD 10d4+10; hp 37 (57 with bear's 
endurance spell); Init +6; Spd 30 ft.; AC 14, touch 14, flat-footed 
12 plus shield spell; Atk +5 melee (1d4/19-20, dagger) or +7 


ranged; AL NE; SV Fort +4, Ref +5, Will +9; Str 10, Dex 14, Con 
12, Int 17, Wis 14, Cha 8. 

Skills: Concentration +14, Decipher Script +16, Knowledge 
(arcana) +16, Knowledge (history) +16, Knowledge (the planes) 
+16, Spellcraft +16. Feats: Brew Potion, Combat Casting, Craft 
Wondrous Item, Improved Initiative, Scribe Scroll, Spell Focus 
(Evocation, Transmutation), Spell Penetration. 

Spells Prepared (4/5/5/4/3/2; base save DC = 13 + spell level): 
O—detect magic, flare’, light, read magic; 1st—burning hands’, cause 
fear, magic missile, shield*; 2nd—bear's endurance®, invisibility*, 
knock, mirror image, see invisibility®; 3rd—displacement, fly, light- 
ning bolt’, slow’; 4th—Otiluke’s resilient sphere’, shout’, stoneskin 
(cast on Vhalantru); 5th—teleport, wall of force. 

*This spell has already been cast; it is in effect when Thifi- 
rane appears. 

‘Evocation or Transmutation spells. The base save DC for 
these spells is 15 + spell level 

Forbidden Schools: Conjuration, Enchantment. 

Languages: Abyssal, Common, Draconic, Infernal 

Possessions: +2 ring of protection, crystal wand of magic missile 
(7th-level caster; 32 charges), arcane scroll of dispel magic, scroll 
of teleport (cast at 10th level), dagger, silver cage pendant (worth 
15 gp), pouch containing 50 pp. 

Tactics: Vhalantru does not divulge his name, and does not 
feel compelled to answer any of the PCs’ questions, If they do 
not surrender Terrem into his custody, the beholder takes the 
child by force. He can tell that the PCs are relative weaklings 
and abstains from using his lethal rays, instead using his charm 
person, fear, and sleep rays. 

Although she thinks it's a mistake to let the PCs live, Thifirane 
follows Vhalantru’ lead and refrains from killing anyone. She 
uses Otiluke’s resilient sphere and wall of force spells to trap aggres- 
sive PCs and shout to deafen enemy spellcasters, Otherwise, she 
prefers to use her wand, which fires four magic missiles per round. 

Vhalantru offers to pay Kazmojen 50 pp for his trouble, at which 
point the veiled woman yields a pouch filled with coins. The 
beholder offers the same amount to the PCs if they're in control. 

If Terrem dies before Vhalantru can claim him, the beholder 
tries to claim Terrem's body so that the boy can be raised, 

Development: The PCs have little hope of “saving” Terrem 
from the beholder. The best they can hope for is to return 
Deakon, Evelyn, and Lucinda safely to the orphanage. Assum- 
ing they make it to the orphanage, they discover that Terrem 
has been returned unharmed, The orphanage headmistress 
knows only that a mysterious woman wearing a dark veil 
escorted Terrem to the doorstep, then quickly departed, Terrem 
did not recognize the woman, nor did he think to ask her name. 

If Kazmojen is still alive after Vhalantru departs, he refuses 
to impart any information about the beholder. Even if a PC suc- 
cessfully charms him, he declines to speak of the beholder, 
believing that Vhalantru would find out and kill him. If Vha- 
Jantru arrived in the middle of a battle, Kazmojen is no friend- 
lier toward the heroes after the beholder departs. He raises his 
urgrosh, and says, “The deal is done! Now, you die.” 


THE END is 


‘To complete the adventure successfully, the heroes mus 


sur 
vive the perils of the Malachite Fortress and return Deakon, 
Evelyn, and Lucinde to the Lantern Street Orphanage alive. 
Getting back to the surface might be difficult, but the PCs can 
count on aid from one or more NPCs, including Fario Ellegoth, 
Fellian Shard, and any of the townsfolk they rescued from Kaz- 


mojen’s stronghold, 

‘The church of St. Cuthbert pays the characters the promised 
2,500 gp ifall four orphans are returned unharmed. In addition, 
Jenya puts in a word with the office of the Lord Mayor, recom- 
mending that the PCs be granted an audience at some time in 
the near future to be commended for their deeds and offered 
future employment. The church reduces the amount by 500 gp 
per child slain or sold and not safely brought back to the 
orphange. Jenya still recommends the PCs to the Lord Mayor, 
but not with the same feeling or commendations. She has no 
hard feelings toward the PCs; she just feels that an incomplete 
job is not what she promised to compensate. 

Although the adventure is over, the campaign is just begin- 
ning. If your PCs haventt quite reached 3rd level by the end of 
“Life's Bazaar,” run them through a short module, like issue 
#92's “Hollow Threats” or a scaled-down version of this issue's 
“Blind Man's Bluff” to prepare them for the second installment 
of the Adventure Path series, which will appear in issue #98. 
The PCs have now met some key players in the unfolding 
drama. The question becomes whether they can survive even 
greater perils awaiting them in the Shackled City! Of course, 
this remains to be seen... Q 
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“Demonblade” is a D&D adventure suitable fora party of 
four 16th-level characters. No classesvaré specifically 
required, but paladins and clerics of good alignment will 
find many roleplaying opportunities in the course of the 
adventure. Although this module is written to take place 
in the Kingdom of Kesh, on the continent of Regenar, 
you should have no-trouble altering the setting to take 
placeanywhere in yourexisting campaign world. Char- 
acters can expect to advance as much as one level in the 
course of the adventure. 


One thousand years ago, the Nectolord Solus the Fallen 
created the demonblade to help him conquer all the 
known lands. The forging took more than five years, and 
the completed blade was darker than midnight and dead- 
lier than a dragon's wrath. To complete this sword of dark- 
ness, Solus summoned a powerful balor named Thaylak 
and bound ’its spirit to the blade, granting the blade and 
its wielder the powers of Hell. 

Eventually, Solus and his legions were defeated by the 
Dragonmaster Akaris and the weapon was lost in the 
depths of history. Somenow say that the blade is no more 
than a legend. 

Five years ago, in the Kingdom of Kesh in the town of 
Manderaim, a young and overly ambitious lord named 
Tathos funded a large scale search for the legendary 
demonblade. Although born to a wealthy house, Lord 
Tathos Vandal was far from content with his station in 
life. More than anything, he desired the power that the 
demonblade was said to bestow upon its wielder. Like a 


“madness, this desire consumed him. For years he poured 


his resources into the quest, oblivious to the draining of 
his coffers. “2 
Nearly one month ago, Tathos’s persistence paid off, as 
a lone rider named Naythan returned to Castle Mander- 
aun carrying a bundle wrapped thickly in cloaks. Palé of 
face, the rider explained that he and half a dozen other 
men. had found the demonblade. He told how their 


. 


commanding officer, Captain Kyndrik, carried the blade 
on the beginning of their return trip: One night, a mad. 
ness took hold of him and he slit his own throat. Their 
next in command, Lieutenant Jaff, then took possession 
of the sword. A few days later, he too went mad and 
attacked the group, killing the entire company except 
Naythan, who managed to finish the former officer first. 
Convinced that it was the cursed sword that killed his 
comrades but unable to forgo, his duties, Naythan 
wrapped it in his companions’ cloaks and, after giving 
them all proper burials, hurried home. 

Naythan presented the demonblade—still wrapped 
tightly in cloaks—to his lord, who looked upon the 
bundle with greed in his eyes. Naythan begged Lord 
Tathos to déstroy the blade, but Tathos heard nothing as 
he viwrapped bisiprize 

A month later, all contact with Lord Tathos and Castle 
Manderaun has ceased, and rumors are whispered of 
dark shapes prowling his borders at night. All trade 
with the keephhas stopped, and no one who has entered 
has returned... 

Solus was indeed powerful and able to conquer the 
demon Thaylak and bind him to his will. Lord Tathos was 
no such man, Within a week, Thaylak devoured Tathoss 
mind and took control of his body. Unlike the wielders 
before him; Thaylak was able to prevent him from simply 
going mad, for Thaylak could only bind himself to 
another evil soul. 

As each day passed, more oftThaylak’s essence was 
poured into Tathos's body and the closer he became to 
being free. Lord Tathos’s lands were cursed by the demon- 


blade’s mere presence, and all manner of foul and evil 


creatures were drawn to the weapon? 


Since Tathos was finally subsumed by Thaylak, Mander- 
aun has become a ghost town plagued by these creatures, 
as well'as some lesser demons that Thaylak has called. 
Thaylak’s minions roam the countryside, taking anyone 


Traps” 


unlucky enough to enter the realm back to Castle Man- 
deraun, where Thaylak sacrifices them to bring even 
more of his demon kin to the earth to serve him (see 
Thaylak’s entry). 

Upon arriving in Lord Tathos’s land, the PCs are 
attacked by a group of Thaylak’s “collectors.” After defeat- 
ing them and traveling to Manderaun, they discover the 
fate of the cursed land and learn the events leading to its 
downfall from a few survivors. From this point it is obvi- 
ous to the PCs that the source of evil stems from the 
castle. There they learn the truth about the demonblade, 
face the growing horde of demons and monsters, and 
ultimately come face to face with a recently released 
Thaylak, who doesnt intend on allowing a pesky group of 
adventurers to rescind his newfound freedom. 


Kesh is a small southern kingdom located on the much 
larger continent of Regenar, Once a province of the 
mighty Aluvian Empire, Kesh has since won its freedom 
and established a monarchy of its own. Kesh is bordered to 
the south by the Azurian Sea and to the north by the 
Chechan Mountains. Itis near the foothills of these moun- 
tains where Lord Tathos's lands are located, and it is as the 
characters enter this land that the adventure begins. 


ON THE ROAD CEL 15) 
The PCs begin on the road traveling to Manderaun. Per- 
haps they have heard the strange rumors regarding 
Tathos’s lands, or perhaps business of their own draws 
them there. 

When the PCs are a day or so out from Manderaun, 
read or paraphrase the following: 


You have been traveling on the road to Manderaun for 
the better part of the day and feel ever more grateful as 
the town draws nearer. About a mile ahead, the hilly, 
grassy land gives way to rocky foothills, where the 
town is said to rest. Towering beyond those hills are 
the great Chechan Mountains, which seem to climb 
forever up toward the darkening skies. 

A cold, bitter wind heralds the coming of night. As 
the cold sinks into your bones, you reflect on how odd 
it is that your company has met not even one other 
traveler during your day's journey. Although Mander- 
aun is nota large town and is somewhat remote, it still 
receives a fair amount of trade. Surely you should have 
seen at least one other traveler today. 

A light rain begins to fall, driven by a harder wind. It 
soon becomes a downpour accompanied by a flash, 
followed soon after by thunder, In moments, the dry 
dirt road turns to mud and you are drenched. 


Another flash illuminates dark shapes on the road 
ahead, about 20 yards distant. The flash must have 
alerted the shapes to your presence as well, for 
through the driving rain you can see nearly a dozen 
mounted riders charging straight at you. 


Creatures: This group of nine riders are some of Thay- 
lak’s collectors. They scour Tathos’s lands, searching for 
survivors or trespassers. They try to capture any they find 
and bring them back to Castle Manderaun. They first 
attack the PCs to subdue them, but once they realize that 
they can fight—and well—they attack to kill 

The leader of this group of collectors is a troll by the 
name of Hajil, who rides a nightmare, The other eight are 
Keshen blademasters who were corrupted by the demon- 
blade (see the sidebar). The blademasters ride light 


warhorses. 

Any attempt to talk with the riders is met with mock- 
ing laughter and a call for the characters to throw down 
their arms. 

2 Hajil, Male Troll Ftr4: CR 9; Large Giant (9 ft. tall); 
HD 6d8+36 plus 4d10+24; hp 112; Init +2; Spd 20 ft.; AC 
26, touch 12, flat footed 24; BAB +8; Grap +19; Atk +14 
melee (1d6+7, 2 claws), +9 melee (1d6+3, bite); Reach 10 
ft.; SA rend 2d6+10; SQ regeneration 5, scent, darkvision 
90 ft; AL CE; SV Fort +15, Ref +5, Will +4; Str 24, Dex 14, 
Con 23, Int 6, Wis 9, Cha 6. 

Skills: Listen +5, Ride +6, Spot +5. Feats: Alertness, 
Cleave, Dodge, Iron Will, Power Attack, Sunder. 

Possessions: +1 half-plate, small gem worth 125 gp, pouch 


with 53 gp. 
2 Nightmare: hp 45; Monster Manual 140. 
¢ Keshen Blademaster, Male Human 


Ftr6/Keshen Blademaster3 (8): CR 9; Medium-size 
Humanoid (height varies); HD 9d10; hp 51, 52, 53 (x3), 
54 (x2), 55; Init +1; Spd 20 ft.; AC 16, touch 11, flat footed 
15; BAB +9; Grap +12; Atk +12 melee (1d6+6/crit 15-20, 
+1 scimitar) and +11 melee (1d6+2/crit 19-20, +1 short 
sword), or +10 ranged (1d8/crit x3, longbow); SA two- 
weapon fighting*, potent critical +1d6*, keen blade’, 
flashing blades +1*; AL NE; SV Fort +8, Ref +4, Will +4; 
Str 16, Dex 13, Con 11, Int 13, Wis 12, Cha 8 

Skills: Climb +10**, Craft (weaponsmithing) +7, 
Handle Animal +5, Intimidate +2, Jump +10, Ride +13, 
Tumble +6**. Feats: Dodge, Expertise, Improved Critical 
(scimitar), Lightning Reflexes, Mobility, Spring Attack, 
Weapon Focus (scimitar), Weapon Specialization (scimi- 
tar), Whirlwind Attack 

*See “Appendix I” for details on the Keshen blademas- 


ter prestige class. 

"Includes —1 armor check penalty. 

Possessions: +1 chain shirt, +1 short sword, +1 scimitar, long- 
bow with 30 arrows, 2d10 gp in a pouch. They wear dark 
green tabards that bear the symbol of the house of Vandal 


(two twin blades crossed over a snowy mountain peak) 
over black chainmail. 

Light Warhorses (8): hp 20; Monster Manual 197, 

Tactics: On the first round of combat the collectors 
attack only to subdue (Player's Handbook, page 134). Only 
once the PCs defeat one or more of their number do they 
turn to more lethal tactics, targeting any spellcasters or 
ranged weapon wielders first (in that order). 

Development: If the PCs capture any of the collec- 
tors, only a successful Intimidate check reveals any infor- 
mation. The DC for such a check is 10 plus the target's 
Hit Dice. Each such check reveals one of the following 
pieces of information. 

+ If asked why they attacked the PCs, the captives only 
reveal that it is their lord's wish. 

* If asked who their lord is, the collectors tell the PCs 
his name is Lord Tathos of the House of Vandal. 

* If asked why they have a troll accompanying them, 
they say that all manner of beings serve their lord. 

* Ifasked how many soldiers are in the area, the collec- 
tors say only “a great many." 

More detailed information can be gained with better 
Intimidate checks. If the result of a check exceeds a DC 
of 15 plus the target's Hit Dice, reveal the following. 

+ If asked why they attacked the PCs, the captives tell 
them that it is their duty to capture any persons entering 
Lord Tathos’s lands and take them back to the castle. 

+ If asked why the collectors are to capture anyone 
entering the lands, they say only that their lord has uses 
for them. 

+ If asked how to get into the castle, blademasters 
respond that a password is required: “Thaylak, conqueror 
of souls, champion of hate and suffering is the master of 
my master, keeper of my soul.” The collectors only reveal 
this information if specifically asked. 


If asked who Thaylak is, they cannot answer, for they 
do not know. 

After the PCs defeat the collectors they are free to con- 
tinue to Manderaun. 


_MANDERAUN 


The town is deserted (with the exception of the inn— 
see below). After Thaylak took complete control over 
Lord Tathos, he began using the demonblade to subvert the 
remaining blademasters. Once the castle was under his 
complete control, he launched an attack on the town, 
either killing or sacrificing all of its citizens (see the 
demonblade sidebar). That was two weeks ago. The PCs 
wont find any bodies as a result. 

The homes are all empry, seemingly abandoned. Most 
show evidence of violence (broken or overturned furni- 
ture, dried blood on the floors and walls, and so on) and 
many are burned to the ground, 

While exploring the town, the PCs might encounter 
some of Thaylak’s minions. Every 10 minutes that pass, 
there is a 50% chance that the PCs are discovered by a 
group of collectors. 


SCALING THE ADVENTURE 
Although designed for a party of four 16th-level characters, 
“Demonblade” can be easily adapted to provide a challenge 
for larger groups or for PCs of higher or lower level, simply 
by changing the strength and number of foes. Consider the 
following alterations: 

14th- to 15th-level: Run the adventure as written, but with 
the following additional changes: 

+ Lower the chance of an encounter with a group of col- 
lectors in town to 40%. 

+ Reduce the number of wraiths to four (see “Ambush at 
the Inn”). 

+ Reduce the number of blademasters on the castle walls 
to four per section. 

+ Lower the chance of an encounter on the overland map 
to 40% every quarter mile. 

+ Make the slaadi in area C4 two green and one gray slaad 
instead of two gray and one death, 


+ Replace the nightcrawler in area B3 with a purple worm. 

+ Thaylak does not summon a balor. 

+ Valia does not attempt to summon a balor. 

17th- to 19th-level: Run the adventure as written, but with 
the following changes: 

+ Raise the chance of an encounter with a group of col- 
lectors in town to 70%. 

+ Increase the chance of an encounter in town to one roll 
every 5 minutes. 

+ Each round of every encounter in town there is a 65% 
chance that the conflict attracts a group of collectors 

+ Increase the chance of an encounter on the overland 
map to 65% for every quarter mile. 

Remember that changing the Encounter Levels should 
raise or lower the amount of treasure in the adventure. 
Consult page 170 in the Duceon Masrer’s Guide (Tables 7- 
2, 7-3, and 7-4) to determine treasure appropriate to the 
new encounters). 


MANDERAUN 


THAT DARN MAGIC 
As with most high-level adventures, the PCs’ access to pow: 
erful magic can make short work of any mystery in the 
adventure. Powerful Divination spells and teleportation 
magic can enable crafty groups to skip from the hook to the 
final encounter. If your group is prone to such tactics, here 
are some options you can explore to keep the adventure 
engaging and challenging 

First, don't disallow the use of spells like discern location, 
scrying, and the like. Instead, allow their use freely—just 
make sure the villains in the adventure have access to some 
of the same abilities. After all, Emshar is a 16th-level wizard. 
If your group likes to scry, give him a homunculus or two 
that keep watch on the town and spot the PCs as soon as 
they enter, Once Emshar learns that meddlers have entered 
the area, he informs Thaylak and his other minions, and 
casts mislead, detect scrying, nondetection, and other scry- 
foiling spells from scrolls you can add to his list of posses- 
sions 

The PCs might also decide that it’s a good idea to stop 
and rest, regroup, and prepare the divinatory spells men- 
tioned above. After all, most groups don’t travel with com- 
mune, discem location, or divination prepared. If your group 


stops to pursue this tactic, let them. You don’t want to pun- 
ish PCs for being tactically minded. At the same time, you 
don't have to make the situation easy for them. 
“Demonblade” features an indeterminate number of 
Collector groups (see “On the Road"), Kraggen’s (area A9) 
band of fire giants and trolls could be much larger than the 
adventure indicates, and Thaylak could always find more 
poor souls to sacrifice so as to call more demons. Roll for 
random encounters frequently throughout the night, and 
give the PCs a run for their money if they camp in the open 
If they use a spell like Mordenkainen’s magnificent mansion 
to hide from their foes and manage to prepare spells that 
give them a tactical advantage, refer to the notes above for 
making those plans more difficult to complete. 

Finally, remember that with Divination spells like com- 
mune and divination, deities might not have the knowledge 
necessary to give the PCs really detailed information. St 
Cuthbert has better things to do than keep tabs on every 
unruly balor on the Prime Material Plane. The most power- 
ful Divination spells, like discern location, are mostly useless 
in this case, since PCs need to have seen or touched an 
item they seek, and they need a personal possession of any 
creature sought by the spell. 


Creatures (EL 13): Wait until the PCs get a chance to 
explore a little and become a bit paranoid before having 
an encounter. Sometime during their exploring, read the 
following to them: 


The stillness and icy silence of the town is mocked by 
the howling winds and rain, which seem to grow ever 
more intense as if protesting your arrival. The storm 
seems to create a cacophony of sound: the patter of 
rain on rooftops, debris being tossed by the winds, 
something sharp dragging slowly across wood, shut- 
ters banging wildly open and shut. ... ri 


If the PCs inquire about the sound of something sharp 
dragging across wood, inform them that they no longer 
hear it. Continue building the sense of paranoia and sus- 
pense before finally rolling for an encounter. 

Troll Fighter: See Hajil’s statistics in “On the Road.” 

Nightmare: hp 45; Monster Manual 140. 

¢ Keshen Blademasters (8): hp 35; see "On The 
Road” for complete statistics. 

Light Warhorses (8): hp 20; Monster Manual 197. 


A. MILL 

The mill is full of unused grain and infested with rats, 
The condition of the grain leads you to believe it's 
been sitting unattended for many weeks. 


B. MARKET 


The marker is littered with shattered, broken stalls. In 
the center is a fountain with a stage before it, where 
once news was announced or public speeches given, 
although you see no sign of life now. 


Many of the townsfolk gathered here to fight during 
the attack from the castle, and many died here during 
that battle, If the PCs examine the stalls closely (Search, 
DC 15), they see gashes in the wood from sword strokes. 

Treasure: At the bottom of the fountain is a +1 small, 
steel shield dropped during the fighting. A successful 
Search check (DC 20) reveals its presence. 


C. SMITHY (EL 3) 
This smithy was owned by Eryn Goldfield, who had his 
shop open to the market so potential customers could 
watch him work. During the attack, Eryn supplied many 
of the townsfolk with weapons and he himself fought— 
and died—alongside them. 

A door in his shop leads to two rooms. The first is 
where he kept his goods. The following items remain: 

* One masterwork short sword 

* Three masterwork daggers 

+Three large shields with the symbol of Tathos's house 
on them (two twin blades crossed over a snowy mountain 


peak—Eryn was commissioned by Tathos to make arms 
and armor for his soldiers) 

*Two longbows 

* Quiver with twenty arrows 

The other room served as Eryn’s living room and bed- 
room. It contains a fireplace, a small table, a comfortable 
reading chair, and a bed. 

Trap: In a large wooden box beneath the bed is the 
Goldfield’s family sword. The box is locked and trapped 
with a poison needle, Although not a threat to PCs of this 
level, it was never intended to be. 

Poison Needle Trap; CR 3; +10 (1, plus black lotus 
extract poison); Search (DC 22); Disable Device (DC 20). 
See the DuNGEON MasteR's Guide, page 80, for description 
of black lotus extract. 

Eryn’ family sword is a +3 falchion that was created by a 
Goldfield a little over 300 years ago. Eryn did not have 
time to run back in and grab it during the battle. 

Inside the chimney is a loose brick (Search, DC 25). 
Removing the brick reveals a small cache containing a 
key to the box that also disarms the trap. 

On the small table lies the letter that Eryn was writing 
to his brother when the attack occurred. It reads: 


Dearest Jasyn, 

How are things in’Tethkeshai? Business is thin- 
fing hete, I'm afraid, and Lord Tathios has yet to 
pay me for my latest work. He is draining his 
coffets chasing after that damn myth, and his 
people’atesuffering for it. The man cares only 
for himself. 1 miss the days when his father, 
Lord Evans, was alive. If things continue on 
much longer like this 1 will be forced to leave 
the community that I have grown to love. Per- 
haps I'll open up a shop with you, brother. We 
will see how things 


Se 
screams pierced 


This is as far as Eryn got before the fi 
the night 

Development: If the PCs return the sword to Jasyn in 
Tethkeshai (Kesh’s capital) Jasyn pays a reward of 3,000 
gp. If they do not find the sword but bring him the letter, 
he offers them that price to return to Manderaun and 
retrieve it. 


D. JESSA’S INN 

If the characters either pass by or enter the inn they hear 
the sound of someone rummaging around in the back 
room, Upon investigation, they find Naythan, still in his 
uniform (see “Background”) getting supplies from the 
storage room. Naythan and two other residents have sur- 
vived the past two weeks by hiding in a secret chamber 
below the storage room, coming out only for food (which 


is what he is doing when the PCs discover him). Once he 
realizes that the PCs are not Keshen soldiers (or worse), 
and providing that the PCs don't mistake him for an 
enemy and attack, Naythan introduces himself and 
urgently invites them down to the secret room where the 
other two survivors hide. 

¢ Naythan, Male Human Ftrs/Keshen Blademas- 
ters: CR 10; Medium-size Humanoid (6 ft, 1 in. tall); HD 
10d10+10; hp 81; Init +2; Spd 20 ft.; AC 17, touch 12, flat- 
footed 15; BAB +10; Grap +13; Atk +14/+9 melee 
(1d6+5/15-20, +2 scimitar) and +12 melee (1d6+1/crit x3, 
masterwork handaxe) or +12/+7 ranged (1d8/crit 19-20, 
light crossbow); SA two-weapon fighting ability*, potent 
critical +1d6*, keen blade*, deflect arrows*, flashing 
blades +2"; AL LG; SV Fort +9, Ref +6, Will +3; Str 16, Dex 
14, Con 11, Int 13, Wis 12, Cha 10. 

Skills Climb +11", Craft +9, Handle Animal +8, Jump 
+11, Ride +11, Swim +3', Tumble +9**. Feats: Dodge, 
Expertise, Improved Critical, Lightning Reflexes, Mobil- 
ity, Mounted Combat, Spring Attack, Weapon Focus 
(scimitar)*, Whirlwind Attack. 

*See “Appendix I” for details on the Keshen blademas- 
ter prestige class. 

**Includes —1 armor check penalty. 

"Includes —8 penalty for weight of gear carried. 

Possessions: +1 chain shirt, +2 scimitar, masterwork hand 
axe, light crossbow with 14 bolts, 34 gp, 28 sp. 

Naythan is the only member of Lord Tathos’s army that 
has not been influenced by Thaylak or killed. He feels 
tremendous guilt for what has happened to his people and 


desperately wishes to atone. Naythan has a short, neatly 
trimmed beard, light brown hair, and light green eyes. 

When Naythan opens the trapdoor (hidden beneath a 
rug that is really nothing more than a bunch of old sacks 
sewn together) read or paraphrase the following: 


balding he py panne neo pepo 
he takes up a defensive 


This is Jeryk Lenai and his thirteen-year-old daughter, 
Steffa. Jeryk and Steffa only just moved to Manderaun 
two years ago to open an inn after Steffa’s mother (whom 
the inn is named after) died. 

 Jeryk, Male Human Com: CR 3; Medium-size 
Humanoid (6 ft. tall); HD 4d4+4; hp 12; Init +1; Spd 30 ft; 
AC 11, touch 11, flat footed 10; BAB +2; Grap +4; Atk +3 
melee (1d4+2/crit 19-20, meat cleaver); AL LG; SV Fort 
+2, Ref +2, Will +3; Str 15, Dex 12, Con 13, Int 12, Wis 10, 
Cha 11. 

Skills; Climb +5, Craft +4, Handle Animal +3, Listen +3, 
Profession (innkeeper) +7, Ride +4, Spot +4, Swim +6. 
Feats: Endurance, Iron Will, Skill Focus (Profession— 
innkeeper). 

Possessions: Work clothes, meat cleaver. 


RANDOM OVERLAND ENCOUNTERS (1D12) 

1-2 
Collectors— # Troll Ftrl: hp68; See Hajil in “On the Road” 
for statistics. 

2 Nightmare: hp 40; Monster Manual 140. 

¥ Blademasters (8): hp 35 each; See “On the Road" for 
statistics. 

@ Light Warhorses (8): hp 18 each; Monster Manual 197. 
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¢ Byron, Male Human Com? (hp 3; Climb +4, 
Profession—cobbler +6, Handle Animal +3, Swim +4). 

Byron is a resident of Manderaun who fled from the cas- 
tle the night of the attack. He survived the past two weeks 
due mostly to luck. He is distrustful of the PCs at first. A suc- 
cessful Diplomacy check (DC 20) convinces Byron to drop 
his guard. Once the PCs gain his trust, he tells his story: 

“| was up late, working on some shoes Master Galyn want- 
ed me to finish, when | heard the screaming. | ran outside and 
couldn't believe my eyes! Soldiers from the castle were riding 
on horseback through our streets, setting homes ablaze and 
cutting down people where they stood The people tried to 
organize a defense, but the soldiers were too much for them. 
!'m no warrior, so | ran. As | was running | saw horrible, 


shrieking winged monsters swooping down from the skies. | 
ran harder, and I've been running ever since.” 

The dark winged creatures that Byron speaks of were the 
vrocks Thaylak called. One currently resides in area E. The 
other two have claimed area A14 in the castle. 

5-6 

Fire Giants (4): hp 121 each; Monster Manual 98. 

These giants are part of Kraggen’s (area A9) warband, 
out on patrol at his behest. 

733 

# Mennen jagaro, Male Human Exp6: CR 5; Medium- 
size Humanoid; HD 6d6+6; hp 25; Init +0; Spd 30 ft.; AC 10, 
touch 10, flat footed 10; BAB +4; Grap +5; Atk +5 melee 
(1d6, club); AL LG; SV Fort +3, Ref +2, Will +7; Str 13, Dex 
10, Con 13, Int 16, Wis 11, Cha 17. 

Skills: Appraise +13, Bluff +11, Diplomacy +11, Gather 
Information +11, Handle Animal +11, Hide +5, Intuit 
Direction +8, Knowledge (geography) +11, Profession 
(merchant) +10, Ride +8, Sense Motive +10. Feats: Iron 
Will, Skill Focus (Profession—merchant), Skill Focus 
(Appraise), Skill Focus (Sense Motive). 

Possessions: Merchant's clothes, dagger, wagon of trade 
goods (2,000 gp), two light horses, 100 pp, 250 gp. 

Mennen Jagaro is a merchant who hails from the far-off 


¢ Steffa, Female Human Comz: CR 1/2; Medium- 
size Humanoid (4 ft. 11 in. tall); HD 1d4—1; hp 2; Init +0; 
Spd 30 ft; AC 10, touch 10, flat footed 10; AL LG; SV Fort 
~1, Ref +0, Will -1; Str 6, Dex 10, Con 8, Int 11, Wis 8, 
Cha 10. 

Skills: Climb +1, Handle Animal +3, Listen +2, Profes- 
sion (innkeeper) +5. Feats: Dodge, Skill Focus (profes- 
sion—innkeeper). 

Possessions: Work clothes. 

The events of the past two weeks have caused Steffa to 
become withdrawn. She responds only to yes or no ques- 
tions, and even then only with a barely noticeable nod or 
shake of her head. Steffa has long, light brown hair and 
bright blue eyes. 

Once Jeryk sees that Naythan trusts the characters, he 
relaxes his stance but does not let go of his cleaver, nor 
does he leave his daughter's side. She does not speak to 
the characters. If pressed, Jeryk answers for her, explain- 
ing that she has hardly spoken at all since the attacks. 

If the PCs ask Naythan what is going on, he tells them 
his story: 


“It all began five years ago when Lord Tathos began a 
large scale search for some powerful magic. The desire 
for this power seemed to fall upon him like some sort 
of madness and for years he sent us—his soldiers— 
out searching for it, 

“None of us knew exactly what we were looking for. 
He only entrusted that information with the officers. 
We just did as we were told. We searched all across the 


lands and Manderaun’s treasury grew smaller and 
smaller. 

“It finally took the services of the renowned treasure 
hunter, Da’Shiva Firesoul, to track down the location 
of the object Lord Tathos sought. Three months ago, 
Da’Shiva led us to a temple deep in a forest far outside 
of Kesh. My superior officer, Kyndrik, led our team of 
soldiers in to get it. The temple was filled with all sorts 
of traps. It seemed that whoever set the traps really 
wanted to keep something safe, We should've realized 
that it was a warning .. . but despite all of the traps, 
most of us made it out alive.” 

Here Naythan pauses, a haunted look ghosting his 
eyes. He takes a deep breath, runs a hand through his 
hair, and continues: 

“It was a greatsword of excellent craftsmanship. The 
entire length, from handle to tip, was of the darkest 
metal, It was so dark that it seemed to pull the light 
from the room. The only break in its consistency was a 
single, bright red jewel set in the pommel. The con- 
trast made it seem almost to glow, like a glistening 
drop of blood. 

“We paid Dashiva handsomely for his services and set 
off for home, already dreaming of the fame and recog- 
nition we would receive. It was not to be so. 

“Kyndrik kept the blade with him at all times. A 
couple days into our journey we were awakened by his 
screams, which then cut violently short. We found 
him lying dead in a growing pool of his own blood. He 
had buried his knife, to the hilt, in his throat. None of 


city-state of Shalador. His next stop is Castle Manderaun. 
There he hopes to trade iron for a little bit of gold and sev- 
eral barrels of the drera berry, a rare fruit that grows in the 
foothills surrounding the Chechan Mountains. 

Convincing Jagaro of the danger in Manderaun requires 
a successful Diplomacy check (DC 20). If the check fails, 
Jagaro continues on as planned. If the check succeeds, 
Jagaro offers the PCs 500 gp to escort him to the southern 
border of Tathos's land (five miles away). 

9-10 
@ Dark Nagas (4): hp 55 each; Monster Manual 138. 
These creatures were drawn to the presence of the blade. 
1-12 

King’s Convoy—¢ Sir Dennis Airnhart, Male Human 
Ftr5/Keshen Blademaster4: CR 9; Medium-size Humanoid 
(6 ft. tall); HD 9d10+18; hp 72 (currently 55); Init +3; Spd 20 
ft; AC 19, touch 13, flat footed 16; BAB +9; Grap +11; Atk 
+11/+6 melee (1d8+4/crit 17-20, masterwork longsword) 
and +10 melee (1d6+1/crit 19-20, masterwork short sword); 
SA two-weapon fighting ability*, potent critical +1d6*, keen 
blade*, flashing blades +1*; AL LG; SV Fort +10, Ref +5, Will 
+2; Str 14, Dex 16, Con 14, Int 13, Wis 10, Cha 12. 

Skills: Climb +6%*, Craft (weaponsmithing) +4, Handle 
Animal +9, Jump +6**, Ride +11, Swim +1!, Tumble +2, 


Feats: 8 Expertise, Dodge, Lightning Reflexes, Mobility, 
Improved Critical (longsword), Spring Attack, Weapon 
Focus (longsword), Weapon Specialization (longsword). 

*See “Appendix |” for details on the Keshen blademaster 
prestige class. 

**Includes -4 armor check penalty, 

"Includes -9 penalty for weight of gear carried. 

Possessions: +1 chainmail, masterwork longsword, mas- 
terwork short sword, dagger, 45 gp, 32 sp. 

# Keshen Blademasters (2): hp 35; see “On The Road” 
for complete statistics. 

This small group is all that’s left of a larger convoy that set 
out from Tethkeshai (the capital) a few days ago. They were 
attacked by demons a day ago and were almost wiped out. 

Sir Dennis is their leader. A middle aged human male 
with graying hair and a short beard, he won't accompany 
the PCs, as he feels that he needs to return to give a report 
to the king, but if the characters make a successful 
Diplomacy check (DC 25), he offers them the services of 
one of the blademasters in his remaining guard. He also 
remembers the PCs’ names and mentions them when he 
makes his report to the king. 


us could understand why, and none of us wanted to 
voice our darker suspicions. So our next in command, 

Lieutenant Jaff, took up the sword and on we went, It 
was but three days later when a different madness 
took control of him. Instead of killing himself, he 
attacked us. He killed all four of my comrades and 
would have killed me as well but the blow that Jarryd 
had landed on his arm slowed him down, enabling me 
to deliver a fatal blow first. 

“I should've left then. I should've left them and the 
blade and never looked back. But I'm a soldier, and sol- 
diers do their duties. So I wrapped the sword in my 
fallen comrades’ cloaks, and after giving them proper 
burials I went home, where I presented Lord Tathos 
with it” 


Naythan stops again here. If the PCs ask what hap- 


pened to the town, he tells them: 


“It took longer for the madness to take Lord Tathos but 
it took him all the same. I was expecting the same fate 
to befall him as the others, but instead, it seemed that 
the madness spread throughout the castle like a 
plague. It wasn't a violent madness like with the 
others—more like something you could see in their 


eyes. 

“1 was stationed at the garrison here in town. One by 
one the soldiers from our garrison were called to the 
castle and although only some returned, those who 
did came back with the same glint in their eyes. I 
didn't go when I was summoned. And it was that night 
two weeks ago that they came pouring out of the 
castle—our soldiers . . . and creatures far worse. 1 
fought desperately alongside townsfolk and had to kill 
many of my fellow soldiers—my friends, But it soon 
became apparent that we were going to lose. That was 
when Jeryk took me down here, where we listened to 
the sounds of the dying and the ceaseless wailing of 
those creatures throughout the night. We've been here 
ever since,” 


If the PCs express any interest in getting into the 
castle, Naythan tells them: 


“T used to be a castle guard until five years ago, when 
Tathos' father, Lord Evans, mysteriously died. Some 
think Tathos poisoned him, but no one dared voice it 
aloud. 

“While a guard there, I learned of a secret passage 
below the castle that begins a mile outside town in the 
Desran Forest. It was made so that the Lord's family 
could escape in case of a siege.” 


Development: If asked, Naythan gladly leads the PCs 
to the entrance in the Desran Forest (note the under- 
ground passage on the area B map). The entrance lies 
within a cave mostly grown over by blackberry bushes. 
The passage that follows leads to area B3 in the castle. 

Jeryk does not accompany the PCs; he wishes only to 
stay and protect his daughter. 


AMBUSH AT THE INN CEL 11) 

As the PCs leave Jessa’s Inn they are attacked by six 
advanced wraiths. The wraiths are the condemned souls 
of fallen blademasters who, while under the influence of 
the demonblade, perished during the attack on the town. 
They are still under Thaylak’s sway and are charged with 
the task of guarding the ghost town of Manderaun. 

Creatures: The wraiths swarm the PCs, hoping to 
drain them of their lives and thus add more wraiths to 
their ranks. 

@ Advanced Wraiths (6): CR 5; Medium-size 
Undead; HD 10d12; hp 66 each; Init +7; Spd 30 ft, fly 60 
ft. (good); AC 15, touch 15, flat-footed 12; BAB +5; Grap 
+5; Atk +8 melee (incorporeal touch); SA Constitution 
drain, create spawn; SQ undead, incorporeal, +2 turn 
resistance, unnatural aura, daylight powerlessness; AL 
LE; SV Fort +3, Ref +6, Will +9; Str —, Dex 16, Con —, 
Int 14, Wis 14, Cha 15. 

Skills; Hide +13, Intimidate +12, Intuit Direction +8, 
Listen +13, Search +11, Sense Motive +9, Spot +13, Feats: 
Alertness, Blind-Fight, Combat Reflexes, Improved Ini- 
tative, Track. 

See the Monster Manual, page 185, for details on 
wraith special abilities. Note that the Fortitude save to 
resist the wraith’s Constitution drain is DC 17. 

Engagement with the wraiths might attract attention. 
Every round of combat there is a 50% chance that the PCs 
alert a group of collectors to their presence, They joining 
the battle the following round. 

Troll Fighter: See Hajil’s statistics in “On the Road.” 

Nightmare: hp 45; Monster Manual 140. 

¢# Keshen Blademasters (8): hp 35; see “On The 
Road” for complete statistics. 

Light Warhorses (8): hp 20; Monster Manual 197. 

Development: After the PCs defeat the wraiths they 
are free to continue on to the Desran Forest. Tathos’s 
lands still crawl with monsters and it is possible that 
while traveling to the entrance the PCs encounter some. 
Every quarter mile the PCs travel they risk an encounter 
on the “Overland Encounters Chart" (50% chance). 

Ad-hoc XP Award: Award the PCs experience for 
defeating the wraiths as if they'd overcome six CR 10 
monsters, instead of six CR 5 monsters, due to the mon- 
sters’ increased power. 


E. CHURCH CEL 13) 

This church to Pelor has been gutted by a fire set during 
the night of the attack, In some places, charred debris is 
stacked 6 feet high. Amid this debris lies the badly 
scorched, skeletal remains of Shendra, a priestess of Pelor 
who fought to the death here. 

Creatures: A vrock currently nests here, perched on a 
support beam that didn't collapse during the fire. It 
attacks any who enter the church. 

 Vrock: hp 55; Monster Manual 41. 

Tactics: The vrock uses a stunning screech before 
launching into a full auack, targeting any obvious spellcast- 
ers first, If it is brought below half of its hit points, it casts 
darkness then attacks with its spores. It fights to the death. 

Treasure: At the far end of the church, still standing, is 
a badly scorched statue of Pelor. Behind the statue under 
a loose floorboard (Search, DC 25) is a hidden compart- 
ment. This is where Shendra hid her special belongings. 
Itcontains the following: two scrolls of cure serious wounds 
(caster level 15th), three potions of cure moderate wounds 
(one is ruined from the heat of the fire), and one scroll of 


neutralize poison. 


F, TOWN GARRISON 
This building was the town’s garrison. It has been looted 
and is currently abandoned. 


THE CASTLE (AREA A) 
The Castle of Manderaun is surrounded by a 15-foot 
high, 5-foot-thick wall. 

Creatures: Patrolling each of the four sections of the 
wall are eight Keshen blademasters. 

# Keshen Blademasters (8); hp 35; see “On The 
Road” for complete statistics. 

These blademasters fire their longbows at anyone 


approaching the gates (no questions asked). Opponents 
more than 30 feet apart gain one-quarter concealment 
from the heavy rain (see the Player's Handbook, page 133). 

Tactics: While most of the blademasters respond to 
any threat with their longbows, three of them run to the 
castle to sound an alarm. 

Any engagement with the blademasters on the wall 
might attract attention. Every round of combat there is a 
50% chance someone in the castle is alerted to the PCs 
presence, which results in a group of collectors joining 
the battle the following round. 

Troll Fighter: Sce Hajil’s statistics in “On the Road.” 

2 Nightmare: hp 45; Monster Manual 140. 

¢ Keshen Blademasters (8): hp 35; see “On The 
Road” for complete statistics. 

If the PCs try to disguise themselves as blademasters, 
they are asked, “Whom do you serve?” The correct answer 
is “Thaylak, conqueror of souls, champion of hate and 
suffering is master of my master, keeper of my soul.” A 
correct answer grants them entrance into the castle. A 
wrong answer is met with a hail of arrows. 

Castle Features: Unless otherwise noted, all rooms in 
the castle are 10 feet high and the walls and floors are 5 
feet thick. 

Stats for the front gates and doors in the castle (unless 
otherwise noted) are as follows: 

Castle Gates: 1 ft. thick; hardness 7; hp 60; Break 
(DC 28); Open Lock (DC 25). 

Castle Doors: 5 in. thick; hardness 5; hp 20; Break 
(DC 23); Open Lock (DC 22). 


Al. CASTLE BARRACKS 

This is the sleeping quarters for the soldiers stationed at 
the castle. Sixteen bunk beds sit in the room, all currently 
empty. At the foot of each rest two footlockers for the 


guards’ personal possessions. Each footlocker is locked 
(Open Lock, DC 20). Inside, the PCs can find a total of 
254 gp, 184 sp, and 311 cp, as well as several spare uni- 
forms. 


A2. RECREATIONAL ROOM 

This room is empty other than a dozen chairs and a large 
table (the table is used for games of chance on the sol- 
diers’ down time). 


A3. CAPTAIN’S ROOM CEL 16) 


This room looks to be the residence of someone with 
strict militaristic discipline. Every furnishing is clean 
and aligned at right angles to the walls, and absolutely 
nothing is out of place. 


Creature: This is where the captain of the castle guard, 
Nan Krenai, resides. He currently waits here for his next 
orders from Lord Tathos/Thaylak and attacks anyone 
who enters that he does not recognize. PCs might be able 
to stall Captain Krenai from attacking if they're dressed 
in uniform or quickly recite the password (see “The 
Castle"). 

Nan Krenai, Male Human Ftr9/Keshen Blade- 
master7: CR 16; Medium-size Humanoid (6 ft., 5 in. tall); 
HD 16d10+32; hp 136; Init +2; Spd 20 ft; AC 23, touch 12, 
flat footed 21; BAB +16; Grap +20; Atk +21/+16/+11/+6 
melee (1d6+8 plus 1d6 electricity/crit 15-20, +2 shock 
scimitar) and +19 melee (1d6+3/crit 19-20, +1 short sword) 
or +18/+13/+8/+3 ranged (1d8+3/crit x3, mighty com- 
posite longbow [+3 Str]); SA two-weapon fighting abil- 
ity*, potent critical +2d6*, keen blade’, deflect arrows*, 
flashing blades +3; AL NE; SV Fort +13, Ref +7, Will +6; 
Str 18, Dex 15, Con 14, Int 13, Wis 12, Cha 11. 

Skills: Climb +15**, Craft (weaponsmithing) +5, 
Handle Animal +12, Jump +15**, Ride +14, Swim +9", 
Tumble +7**. Feats: Combat Reflexes, Dodge, Expertise, 
Improved Critical (scimitar), Improved Disarm, Leader- 
ship, Lightning Reflexes, Mobility, Mounted Combat, 
Spring Attack, Weapon Focus (scimitar), Weapon Special- 
ization (scimitar), Whirlwind Attack. 

Possessions: +3 chain shirt, +2 animated large steel shield, +2 
shock scimitar, +1 short sword, amulet of health +2, gauntlets of 
ogre power +2, potion of cure moderate wounds x2, potion of haste 
2, mighty composite longbow [+3 Str] with 20 arrows, 21 
gp, 32 sp, 11 cp, a key to the chest below his bed. 

*See “Appendix I” for details on the Keshen blademas- 
ter prestige class. 

**Includes —1 armor check penalty. 

Includes —7 penalty for weight of gear carried. 

Nan Krenai has been an officer in Lord Tathos's army 
his entire life. Normally a good man, Nan has fallen prey 
to the demonblade. Nan is smooth of face with short 
brown hair and brown eyes. 


The desk contains scattered notes (since being charmed 
by Thaylak, Nan has lost all interest in the duties of his sta- 
tion) about the status of rations, rotation of shifts, which 
soldiers are due payment, and so on. 

Tactics: In the confined space of his quarters, Nan 
puts his Whirlwind Attack feat to devastating use as he 
attempts to cut off the PCs’ retreat. If battle moves out- 
doors, he attacks any and all fighters first (Nan doesn't 
respect spellcasters, believing only warriors of the blade 
are to be feared). 

Treasure: Under the bed is a chest containing Nan's 
personal items. Anyone attempting to open the chest 
without the key sets off the trap. 

Poison Gas Trap: CR 10; no attack roll necessary 
(see note below); Search (DC 21); Disable Device (DC 25). 
Note: Trap releases insanity mist (see the DUNGEON MASTER's 
Guide, page 80, for a description of insanity mist). 

Inside the chest, Nan keeps 485 gp, 622 sp, and 915 cp. 
Also in the chest is a potion of heroism and a deep ved ioun stone. 


A4. STABLES 

These stables house the blademasters’ steeds. Six stalls 
line each side of this 20-foot by 20-foot building. All the 
horses are currently out being ridden by various collec- 
tors. The PCs can find enough horse feed in the building 
to feed twelve horses for a week. 


AS. LATRINES 


‘The latrines smell fouler than you would expect, and 
flies buzz lazily around the area. 


Any PC demented enough to search down in the latrines 
finds body parts in various stages of decomposition. 


A6. MESS HALL 


This 15-foot by 25-foot foot room is full of long tables 
and benches, The room is currently empty. 


A7. KITCHEN 


The kitchens of the mess hall are empty of people. Pots 
and pans lie unwashed in the sink and moldy bread 
grows spores on the counters. 


The kitchen cook, Joris, was killed a short while ago for 
serving soup that tasted “watery” to Captain Nan, Nan 
had him drawn and quartered in the courtyard before 
dicing him up and dumping him in the latrines (area As). 


A8. THE COURTYARD (EL 15) 
The courtyard is wide and open. Any PCs caught lurking 
around suffers the same consequences as if she 
approached from the outside. 

Creatures: Four crimson deaths lurk in the courtyard 
near the front gates. Each undead came out of the deep 
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caverns below the Chechan Mountains the previous 
week in response to the strong evil presence exuded by 
Thaylak. They attack anyone approaching the gate who 
does not wear a blademaster uniform 

Crimson Deaths (4): CR 11; Medium-size Undead; 
HD 12d12; hp 84 each; Init +9; Spd fly 30 ft. (perfect); AC 
17, touch 17, flat-footed 12; BAB +6; Grap +6; Atk +11 
melee (2 incorporeal touches); SA blood drain; SQ incor- 
poreal subtype, lift, undead traits; SV Fort 4, Ref +11, 
Will +10; Str —, Dex 21, Con —, Int 17, Wis 15, Cha 14. 

Skills: Concentration +14, Hide +21*, Intuit Direction 
+7, Listen +20, Search +13, Spot +20. Feats: Alertness, 
Blind-fight, Combat Reflexes, Dodge, Expertise, 
Improved Initiative, Lightning Reflexes, Mobility, 
Spring Attack. 

Blood Drain (Ex): A crimson death drains blood, deal- 
ing 1d¢ points of Constitution damage immediately 
upon seizing an opponent with a tendril. Each round 


thereafter that the opponent remains seized, the creature 
automatically deals an additional 1d4 points of Constitu- 
tion damage. The crimson death craves blood, so it usu 
ally presses its attack until it can deal at least 12 points of 
Constitution damage. 

Seize (Ex): When a crimson death makes a successful 
incorporeal touch attack, one of its tendrils wraps around 
the opponent, The two creatures are not considered grap 
pled, but the opponent can break free with a successful 
Escape Artist or grapple check (grapple bonus +11) 
Upon seizing an opponent, the crimson death begins 
draining blood (see above). 

Lift (Sp): As a free action, a crimson death can teleki 
netically lift another creature or an object weighing up to 
300 pounds. This ability works like the telekinesis spell 
(sustained force version, caster level 12th), except that it 
works only on an opponent already seized by a tendril of 
the crimson death. Against a struggling opponent, use of 


this ability requires a successful grapple check (grapple 
bonus +11). 

Skills: *A crimson death's misty form makes it diffi- 
cult to spot in fog. Before feeding the creature receives 
a +8 bonus on Hide checks in smoky or foggy areas. 
After it has fed, the bonus drops to +4 because of its 
red coloration. 

See the Monster Manual II, page 53, for more informa- 


tion on the crimson death. 

Tactics: The crimson deaths pail up on two PCs, 
attempting to drain one victim dry before moving to the 
next foe. 


AQ. AUDIENCE HALL (EL 15) 


This grand hall measures 40 feet by 55 feet. The ceiling 
rises 25 feet overhead. One door exits to the east, and 
large murals covering the walls depict various scenes 
of combat and war, 

A throne sits against the north wall opposite the 
double entrance doors. Sitting in the throne and star- 
ing right at you is a troll, wearing black, halfplate 
armor. A greatsword rests across his lap. 

Standing to either side of the throne are two large 
humanoid creatures, standing roughly 12 feet high. 
Dark skinned but with flaming orange hair, their 
large, powerful bodies are covered in blackened iron 
armor. From beneath furrowed brows their eyes come 
to rest on you, narrowing to slits. In their hands are 
massive swords, and on the ground near their feet rest 
two large piles of stones. 

The troll raises its greatsword and points at you. 
Uttering a single short word to the two creatures 
flanking it, all three move to the attack. 


Creatures: The troll’s name is Kraggen and he leads a 
group of trolls that came down out of the Chechan 
Mountains a few days before. The trolls that came with 
him were given command over various groups of collec- 
tors. The other two creatures are fire giants that serve as 
his bodyguards. 

# Kraggen, Male Troll Ftrg: CR 14; Large Giant (9 ft. 
tall); HD 6d8+36 plus 9d10+54; hp 167; Init +2; Spd 20 ft; 
AC 28, touch 13, flat footed 26; BAB +13; Grap +23; Atk 
+20/+15/+10 melee (2d8+11/crit 17-20, +2 Huge 
greatsword) and +13 melee (1d6+3, bite) or +18 melee 
(1d6+6, 2 claws) and +13 melee (1d6+3, bite); Reach 10 ft.; 
SA rend 2d6+9; SQ regeneration 5, scent, darkvision 90 
ft., fire resistance 10; AL CE; SV Fort +18, Ref +8, Will +7; 
Str 23, Dex 14, Con 23, Int 8, Wis 9, Cha 6. 

Skills: Climb +3*, Jump +3*, Listen +5, Ride +5, Spot +5 
Feats: Alertness, Cleave, Combat Reflexes, Dodge, Great 
Cleave, Improved Critical (greatsword), Iron Will, Lead- 
ership, Power Attack, Sunder. 
“Includes —6 armor check penalty. 


Possessions: +1 half-plate of fire resistance, +2 Huge 
greatsword, cloak of resistance +1, ring of protection +2, boots of 
speed, potion of cure serious wounds, 58 gp. 

@ Fire Giants (2): hp 142 each; Monster Manual 98. 

Tactics: The fire giants stand by the throne and pelt 
spellcasters and ranged attackers with their stones while 
Kraggen activates his boots and leaps forward to attack. He 
uses his Sunder feat against any powerful fighters’ 


weapons and tries to maneuver himself into a position to 
Cleave. Kraggen's reach makes it difficult for opponents to 
move around him, and he uses this to good advantage. If 
he begins to look injured, or once his bodyguards have 
lobbed three stones apiece at the PCs, they join the melee. 

If Mediah (area Axo) is still alive, sounds of combat 
alert her and she arrives in 1d3 rounds. 

Development: The murals depict the rebellion of the 
Kesh 100 years ago against the Aluvian Empire. That 
revolt led to their freedom. It also depicts Ennis Vandal, 
the first lord of Manderaun, and his journey into the 
Chechan Mountains to retrieve the fabled Twin Swords 
of Akia (this is where the House of Vandal gets its 
symbol). The swords now rest in area 21C. A successful 
Knowledge (nobility & royalty) check (DC 20) reveals 
the meaning of the murals to the PCs. 


A1O. DINING HALL (EL 17) 


The all-too-familiar stench of death assaults your 
senses when you first enter this dining hall, and the 
air is thick with a cloud of buzzing flies. 

A door sits in the north wall and two doors exit the 
room on the east wall, spaced 20 feet apart. 

A 25-foot-long table takes up the center of the room. 
Around it in various stages of decomposition sit seven 
human bodies—four male and three female. Propped 
up in rigid poses, they seem to be preparing fora meal. 
The flesh around their mouths has been stretched 
back and their eyes have been opened wide to give the 
impressions of insane 

Positioned at the head of the table is a beautiful red- 
headed woman with six arms and the lower torso of a 
snake. Each of her six arms serves tea to her “guests.” 
She turns and regards you with a grin. 

“Care to join us?” she asks. As she speaks, she rises 
from her seat, and her dead guests rise with her and 
turn your way. 


Creature: This is the marilith Mediah, who was busy 
playing tea when the PCs entered. Believing the charac- 
ters horribly rude to interrupt her play time, she imme- 
diately attacks and fights to the death. 

 Mediah, Marilith: hp 90; Monster Manual 42. 

9 Medium Zombies (7): hp 18 each; Monster 
Manual 191. 


Tactics: Mediah casts project image on the first round of 
combat before moving in to melee. Delighting in the sen- 
sation of bones snapping beneath her tail, she attempts to 
use improved grab on anyone who comes within range. 
In addition to the damage from the constriction, Mediah 
casts inflict serious wounds on her victim, dealing an addi- 
tional 3d8+13 points of damage. 

She lets her zombie guests deal with ranged attack- 
ers while she focuses on closer foes, although at least 
one zombie stays nearby to provide Mediah with a 
flanking bonus. 

If she is brought to 50% of her hit points, Mediah 
attempts to summon a nalfeshnee with a 50% chance 
of success. If Kraggen and the hill giants (area Ag) are 
still alive, sounds of battle alert them and they arrive 
in 1d3 rounds. 

The bodies are the remains of Lord Tathos's servants 
(two cooks, a butler, two maids, a stablehand, and a 
nanny). 


All. KITCHEN 
The kitchen hasn't been used since the demise of the 
cooks. A stairway leads down to the cellar. 


Al2. PRIVY 


This downstairs privy is currently not in use. 


A13. SERVANTS QUARTERS 
Each of these rooms contains a bed, a dresser with ordi- 
nary clothes, a chamberpot, and a washbasin. 

The first of these rooms housed one of the maids and 
one of the cooks (who were married). The other maid and 
the other cook (who were also married), lived in the 
second. The butler lived in the third chamber. 


Al4. THE GROVE (EL 15) 

Many members of the household spent much time in 
this grove before their deaths. A small pond surrounded 
by a ring of trees, the grove served as a place of peace in 
an often uncomfortable household. A curved bench 
made of stone stands on one side of the pond. 

Creatures: Two vrocks have taken up residence in the 
grove, claiming the area as their territory. They attack any 
who enter the grove (except for Lord Tathos/Thaylak), con- 
sidering it their territory and any interlopers as trespassers. 

 Vrock (2): hp 55 each; Monster Manual 41. 

Tactics: The vrocks attempt to mass charm the group 
on the first round. If the attempt fails, they both use a 
stunning screech before attacking, targeting any ranged 
attackers or spellcasters in the group first. If either vrock 
dies, the remaining one attempts to summon another 
vrock with a 35% chance of success, 

If Kallyon (area C2) is still alive, then a battle with 
the vrocks attracts his attention and he joins the fray 


the following round, leaping over the railing and flying 
down to attack. 


AIS. STABLES 

Members of the household kept their mounts here. The 
mounts are currently in use servicing the collectors. 
PCs can find enough horse feed to feed eight mounts 
for a week, as well as saddles and riding equipment for 
five mounts, 


Al6, CARETAKER’S CABIN 

The stablehand slept in this nondescript, one-room 

cabin, The room contains a bed, a wardrobe with ordinary 

clothing, a chamberpot, a washbasin, and a fireplace. 
Treasure: Hidden under a loose floorboard (Search, 

DC 25) near the fireplace is a gem worth 200 gp. 


AI7, TRAINING GROUNDS (EL 13) 
This large area was where the warriors of the household 
trained to ride their mounts and practice combat. 
Creatures: Four spirit nagas that were drawn to the 
castle by Thaylak’s aura of evil reside here and attack 
anyone who enters the area. 
@ Spirit Nagas (4): hp 70 each; Monster Manual 138, 
Tactics: The nagas split into two groups of two. One 
pair remains in the rear, using their charming gaze on the 
PCs, while the other two cast offensive spells. 


A18, LIBRARY 


Mediah (area Ato) found nothing interesting in the 
library so she destroyed nearly everything in the room. 

Treasure: A successful Search check (DC 20) uncov- 
ers a rolled up scroll with the phrase “long live the 
house of Vandal” written on it. This is the password to 
deactivate the magical trap guarding the Twin Swords of 
Akia in area C8. 

If the PCs look carefully (Search, DC 30) they find 
arcane scrolls of fireball and protection from evil, both cre- 
ated by a 20th-level caster. 


Al9, TREASURE ROOM CEL VARIES) 


Creatures: The statues are iron golems. If the PCs 
attempt to enter without first saying the pass phrase “fire 
and ice” (which can be found written on a piece of parch- 
ment in area C8), the golems’ eyes flash open and the 
constructs attack 

Iron Golems (2): hp 100 each; Monster Manual 109. 

Trap: Each of the three chests is locked and set with a 
different trap. Chest #1 is trapped with a lightning blast, 
chest #2 is trapped with an ice blast, and chest #3 is 
trapped with a fire blast. 

f Lightning Blast: CR 4; 5-foot wide, 50-foot long 
blast (Sd6); Reflex save (DC 13) avoids; Search (DC 26); 
Disable Device (DC 25). 

/ Ice Blast: CR 4; 20-foot radius (5d6); Reflex save 
(DC 13) half; Search (DC 26); Disable Device (DC 25). 

7 Fire Blast: CR 5; 20-foot radius (7d6); Reflex save 
(DC 15) half; Search (DC 27); Disable Device (DC 26). 

Treasure: Chest #1 contains 4,011 sp and 8, 978 cp. 
Chest #2 contains 6,714 gp. Chest #3 contains 44 gems 
(10 x 100 gp, 4x 1,000 gp, 15 X 350 gp, 11 50 gp, and 1 
1,500 gp), a fossilized red dragon egg encrusted with var- 
ious gems and stones (4,000 gp), a lightning stone from 
the far away kingdom of Valoraun (a light blue stone that 
sheds a blue light in a ten-foot sphere for 10 minutes 
when shaken, valued at 2,500 gp), a Thakian friendship 
chalice (an ivory chalice encrusted with blood red rubies, 
valued at 1,500 gp), and the horn of a unicorn (2,000 gp) 

This is the last of Lord Tathos's wealth. All the rest was 
spent funding his search for the demonblade 


SUB-LEVEL ONE (AREA B) 

Beneath the first floor of the keep lie storage areas for 
everything from foodstuffs to bodies (as in the burial 
chambers), 


BI. CELLAR 


This room is full of food supplies and wine. Other- 
wise, it is unremarkable. 


Treasure: Four bottles of wine are worth 800 gp each. 
A successful Search check (DC 15) is necessary to find 
them in the racks, and a successful Appraise check (DC 
20) reveals their value. 


B2. THE BURIAL CHAMBER 


Alcoves, some holding stone sarcophagi, line the walls 
of this 30-foot by 30-foot room, By the markings on 
the stone archways leading into the occupied niches, 
three apparently contain the remains of the ancestors 
of The House of Vandal. 


The Lords of House Vandal are interred in this cham- 
ber after their passing. Currently, three lords are buried 
here: Lord Ennis Vandal, Lord Ennis I, and Lord Evans 


AREA B: SUB-LEVEL 
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Vandal. They rest in 7-foot-long stone sarcophagi. All the 
other alcoves in this room are still empty. The sarcophagi 
hold the bodies but nothing of material value. 


B3. SECRET ENTRANCE (EL 16) 


After following the underground passage for about a 
mile, it abruptly opens up into a 35-foot by 25-foot 
room. A portion of the southern wall has recently 
caved in, and it looks as though nobody has been in 
this room for quite some time. 

A tremorsuddenly shakes the ground and walls, caus- 
ing dirt to rain down from the ceiling. A moment later 
the east wall explodes, sending a wave of dirt and rock 
into the room. It is followed by a mass of darkness and 
a wave of icy cold. 


Creature: This nightcrawler has been lured to the castle 
by Thaylak’s presence. It sensed the PCs movements with 
tremorsense and decided to make a meal of them. 

Nightcrawler (x): hp 238; Monster Manual 144 

Tactics: The nightcrawler attempts to swallow as many 
of the group as possible. It retreats back into the earth if 
reduced to 20 hp or less. 


LEVEL TWO (AREA C) 
Cl. PRIVY 


This is the upstairs privy. Currently it is unoccupied 


C2. HALL (EL 14) 


This hall is open on the north wall to the outside; a 4 
foor-high stone rail separates you from a 15-foot-drop 
to the grove below. 

Dominating the hall is a large humanoid creature 
with the features of a bull. Large bat wings extend 
from its shoulder blades, nearly touching either side 
of the hallway. A huge great axe hangs in one of its 
massive hands. 


Creature: Ka'lyon, a half-fiend/half-minotaur, cur- 
rently waits here for orders from Thaylak. Ka'lyon was 
one of the first creatures Thaylak called with the demon- 
blade. Ka'lyon attacks the PCs to the death. 

 Ka'lyon, Male Half-fiend/Half-minotaur Ftr8: 
CR 14; Large Outsider (7 ft., 3 in. tall); HD 6d8+18 plus 
8d10+12; hp 120; Init +7; Spd 30 ft., fly 30 ft. (average); AC 
23, touch 16, flat footed 20; BAB +14; Grap +26; Atk 
+24/+19/+14 melee (2d8+14/crit x3, +2 Huge greataxe) 
and +16 melee (1d8+4, gore), or +21 melee (1d8+8, bite), 
+16 melee (1d6+3, claws), and +16 melee (1d8+4, gore); 
SA charge 4d6+12, spell-like abilities; SQ scent, natural 
cunning, darkvision 60 ft., poison immunity, resistances 
(acid, cold, electricity, fire 20); AL CE; SV Fort +13, Ref 
+10, Will +9; Str 26, Dex 16, Con 17, Int 9, Wis 10, Cha 10 

Skills: Intimidate +8, Jump +16, Listen +9, Search +7, 
Spot +9, Swim +3*. Feats: Cleave, Combat Reflexes, 
Dodge, Great Cleave, Great Fortitude, Improved Initia- 
tive, Iron Will, Power Attack, Weapon Focus (greataxe), 

*Includes —13 penalty for weight of gear carried. 


AREA C: LEVEL 2 


Spell-like Abilities: 3/day—darkness, poison, unholy 
aura; 1/day—desecrate, unholy blight, contagion, blasphemy, 
unhallow. Caster level 14th; base save DC = 10 + spell level 

Possessions: +2 studded leather, +2 Huge greataxe, ring of pro- 
tection +3, belt of shielding (as a brooch of shielding with 80 
points remaining), scarab of protection (fully charged), 
gloves of Dexterity +2, potion of invisibility, potion of cure criti- 
cal wounds. 

Tactics: Ka'lyon begins battle by activating his 
unholy aura. The round following, the beast uses his 
blasphemy spell-like ability. Any creatures that suc- 
cumb to the daze effect receive the full brunt of Ka- 
lyon's fury as he closes to melee with his axe immedi- 
ately after. If reduced to less than 30 hit points, Kallyon 
activates his darkness and unholy blight before fleeing to 
the rooftop (area D1). 


C3. WIZARD'S QUARTERS (EL 17) 

Emshar the castle wizard lives here. He is the true reason 
behind the misery that has befallen Manderaun. Emshar 
has served as the wizard of Manderaun for years; since 
his appointment he has sought the demonblade. Knowing 
that the terrible sword contained the spirit of a powerful 
demon, Emshar wished to free it, and if not to enslave it, 
then to rule at its side. It was he that poisoned Lord 
Evans, whom he found too strong-willed to be manipu 
lated. He then nurtured Lord Tathos's obsession with the 
demonblade, He encouraged the young lord's ego and nar- 
cissism, convincing him that with the demonblade he 
could rule the entire world, knowing all the while that it 
would actually destroy him. 

As Thaylak began taking over Lord Tathos, Emshar 
realized the creature was far too powerful for even he 
Now that Thaylak has taken complete control, Emshar 
has sworn allegiance to the beast. The wizard has endless 
dreams of power that he believes the demon can grant 


him, He plans on using Thaylak for those purposes; when 
he grows powerful enough, he plans on conquering 
Thaylak and using him to power the demonblade, just as 
Solus did all those centuries ago. 

Creature: Emshar is currently in his chambers and 
attacks anyone who enters uninvited. 

 Emshar, Male Human Wiz16: CR 16; Medium-size 
Humanoid (6 ft. tall); HD 16d4+16; hp 60; Init +1; Spd 30 
ft.; AC 20, touch 15, flat-footed 18; BAB +8; Grap +9; Atk 
+9/+4 melee (1d4/crit 19-20, dagger) or +10 ranged 
(damage varies, ranged touch); AL LE; SV Fort +6, Ref +6, 
Will +12; Str 12, Dex 14, Con 12, Int 25, Wis 15, Cha 11. 

Skills: Alchemy +26, Concentration +20, Knowledge 
(arcana) +26, Knowledge (history) +26, Knowledge 
(local) +26, Knowledge (the planes) +20, Scry +26, Spell- 
craft +26. Feats: Brew Potion, Combat Casting, Craft Staff, 
Craft Wand, Empower Spell, Enlarge Spell, Maximize 
Spell, Silent Spell, Still Spell, Quicken Spell. 

Possessions: cube of force, bracers of armor +5, ring of protection 
+3, headband of intellect +4, staff of defense (25 charges), wand 
of lighting bolt (10th-level caster, 24 charges), potion of cat's 
grace, dagger, diamond dust for stoneskin (4 doses worth), 
gem for trap the soul x2, and two gems worth 50 gp each. 

Spells Prepared (4/6/6/6/5/5/4/4/2; base save DC = 17 + 
spell level): 0—ray of frost, detect magic, mage hand, 
open/close; 1st—charm person, comprehend languages, magic 
missile x2, obscuring mist, ray of enfeeblement; 2nd—dark- 
ness, glitterdust, Melfs acid arrow, protection from arrows, see 
invisibility, web; 3rd—dispel magic, fireball, fly, haste, major 
image, suggestion; 4th—charm monster, confusion, contagion, 
fire shield, stoneskin, wall of fire; Sth—dominate person, feeble- 
mind, quickened shield, passwall, wall of force; 6th—chain 


lightning, circle of death, maximized fireball, still teleport; 
7th—Bigby's grasping hand, delayed blast fireball, insanity, 
spell turning; 8th—iron body, trap the soul. 

In addition to the spells above, Emshar's spellbook 
holds the following spells. 

Spellbook: 0—all; 1st—color spray, cause fear, feather fall, 
hold portal, mage armor, protection from law, spider climb; 
2nd—hulls strength, endurance, fog cloud, knock, misdirection, 
resist elements, spectral hand, web; 3rd—gaseous form, haste, 
invisibility sphere, lightning bolt, nondetection, sleet storm, slow; 
4th—confusion, detect scrying, dimension door, enervation, 
improved invisibility, shout; 5th—cloudkell, sending, shadow 
evocation, telekinesis, wall of iron; 6th—acid fog, contingency, 
flesh to stone, legend lore, mislead, repulsion; 7th—forcecage, lim- 
ited wish, vision; 8th—antipathy, maze, mass charm. 

Tactics: On the first round of combat, Emshar casts 
haste, then activates the “keeps out all things” face of his 
cube of force. PCs can attempt a bardic knowledge or 
Knowledge (arcana) check (DC 30) to figure out what the 
item is, how it works, and how best to circumvent it. In 
the following round, Emshar casts iron body and quick- 
ened shield on himself. On round 2, he casts fly and trap 
the soul on a tough-looking fighter type. On the third 
round, Emshar begins using any other offensive spells 
alternating with his wand of lighting bolt on any who 
remain a threat. If Emshar is brought below half of his 
maximum hit points, he casts a still teleport and flees to 
the rooftop to warn Thaylak. The cube of force is a powerful 
enough magic item to bump the EL of this encounter up 
by one; if the PCs have a difficult time bypassing 
Emshar's potent defenses, feel free to give them a clue to 
help them out 


Treasure: Amid Emshar’s cluttered desk PCs can find 
a history book entitled “Davion the Sar”. 

Written by an elven historian by the name of Arilaun 
Fallenstar, the tome tells the story of Davion of Sar, a 
powerful human warlord who attacked Aluvia nearly 500 
years ago. According to legend, Davion recovered a great 
and powerful greatsword that gave him incredible power 
(on that page there is an accurate depiction of the demon- 
blade, although it is not named). The legend goes on to 
tell how Davion seemed to go mad after coming into pos- 
session with it, and his lust for bloodshed seemed to 
become insatiable. The tale says that as his evil grew, he 
became more powerful, drawing forces of evil to him. 
Davion and his mighty army cut great paths of blood 
through the empire until they were finally destroyed at 
the epic Battle of Crimson Meadows (this page shows a 
depiction of a great bartle—humans, elves, and dwarves 
fighting a great host of trolls, orcs, goblins, and other foul 
creatures). The evil, which seemed to stem from the 
magic blade he found in Aluvia, survived, so it was sealed 
away (it does not say where), for the forces of good were 
unable to destroy it. 

If any of the PCs have Knowledge (history), a success- 
ful check (DC 25) reveals that the picture of the sword in 
the book is that of the legendary demonblade. Another 
successful check (DC 25) reveals the history of the 
cursed weapon, as detailed in “Background.” 

Also on Emshar's desk is a journal that tells of Emshar's 
plotting and scheming, the wizard's spellbook, and two 
potions of cure serious wounds. Near the desk are many 
alchemical supplies (500 gp). 


C4. PRAYER ROOM CEL 14) 


This 15-foot by 15-foot room was once a shrine. Can- 
dles and incense holders lie scattered all over the floor, 
along with a smashed statue of Heironeous. Three 
toadlike humanoids rest in this room, poring over 
open books and scrolls. Upon seeing you, they leap to 
their feet! 


This is the castle’s prayer room, dedicated to Heiro- 
neous, Heironeous is greatly revered by the Kesh, who 
believe he had a hand in freeing them from Aluvia’s yoke. 

Creatures: The creatures that now inhabit this temple 
are three slaadi, two grays and one death, that were 
drawn to the castle by Thaylak's presence. If Emshar is 
still alive, sounds of battle alert him and he arrives within 
2-5 rounds. 

2 Gray Slaad (2): hp 79; Monster Manual 167. 

Death Slaad: hp 132; Monster Manual 167. 

Tactics: On the first round of combat, each gray slaad 
casts power word, blind on two of the PCs. The death slaad 
targets an obvious spellcaster with implosion. The gray 
slaad then targets any blind PCs with lighting bolt before 


closing to melee. The death slaad remains behind the two 
grays, targeting PCs with finger of death. If any of the 
slaadi is brought down to 50% or less of its maximum hit 
points it attempts to summon a blue slaad. 


CS. NANNY'S ROOM 


Staring at you—their eyes wide and unblinking—are 
hata heasteciset dorenecot stuart 


The nanny used to sleep in this plain, unadorned 
room. Other than her collection of porcelain dolls (52 x 
10 gp), this room is unremarkable. 


C6. bes ROOM 

woman sits in front of a crackling fire 
ck to you. Upon hearing the door creak 
ee 2 coplanar ordepeered 
this old woman’ eyes have been torn from her head, 
leaving only gaping, infected sockets. A twisted grin 
decorates her face as she reaches out blindly and stum- 
bles forward. 

“My boy? My dear boy Tathos? Have you come to see 
your mother?” She croaks as she draws nearer. "I prom- 
ise I won't say that again, Tathos. I swear I will be a 
good mother, I won't say I don't want to see you like 
that, Please, you're such a good son . ..” She breaks 
down into dry sobs. “Please . . . please son, just give me 
back my eyes. Please, give me back my eyes!" 


Creature: This is Edina Vandal, Tathos's mother. She is 
quite mad. When Thaylak was first slowly taking over 
Tathos’s mind, the demon's presence drove him insane. 
During that first torturous week Edina fretted over her 
son and made the mistake of saying that she “didn't like to 
see him that way.” Tathos went into a psychotic fit, tore 
out her eyes, and locked her in her room, where she's 
lived ever since. Thaylak likes keeping her around just to 
torment her. 

Edina gropes at any PC she comes in contact with, the 
entire time sobbing for forgiveness. It is impossible to 
have a conversation with her and she continues to insist 
that whomever she is talking to is her son Tathos. 

A Heal check (DC 20) reveals that a remove disease 
spell can cure Edina of her madness but nothing can 
stop her grief. Any PC touching her immediately recog- 
nizes that she suffers from a fever from her infected 
wounds. If not treated, Edina dies within a day. A remove 
disease spell or heal spell cures the illness, as will a suc- 
cessful Heal check (DC 25) 

# Edina, Female Human Aris: CR 5; Medium-size 
Humanoid (5 ft, 6 in. tall); HD $d8; hp 27; Init +0; Spd 30 
ft.; AC 10, touch 10, flat footed 10; BAB +3; Grap +1; Atk 
+1 melee (1d3~2, unarmed strike); AL LG; SV Fort +4, Ref 
+1, Will +6; Str 7, Dex 11, Con 10, Int 15, Wis 10, Cha 16. 


Skills; Bluff +8, Diplomacy +13, Gather Information +8, 
Handle Animal +6, Knowledge (history) +7, Knowledge 
(geography) +10, Knowledge (local) +10, Knowledge 
(nobility & royalty) +12, Ride +6. Feats: Iron Will, Skill 
Focus (Diplomacy), Skill Focus (nobility & royalty). 

Possessions: Noble clothes. 

Normally a strong woman, the atrocities that Edina 
Vandal has witnessed her son commit have proven too 
much for her, She is lost in a world of grief tinged with 
madness. Edina has white cottony hair. 


C7. STUDY 

The late Lord Evans used to come to this chamber to 
manage the affairs of his household. All of the books on 
Manderaun’s trade and resources can be found here. 


C8. THE MISTRESS (EL 9) 


A thick, plush carpet covers the floor of this room, and 

the air smells heavily of incense. Lying on a large four- 

post bed in the center of the room is a beautiful 
human woman dressed in rich silks. Seeing you, she 

rises from the bed with a smile on her lips. 


Creature: This is Thaylak’s mistress, a succubus by the 
name of Valia. She tries to seduce the strongest looking 
male in the group. She does not attempt to fight. If things 
begin to go badly for her she teleports without error to the 
roof and warns Thaylak of the intruders. 

 Valia, Succubus: hp 29; Monster Manual 41. 

‘Treasure: The twin swords of Akia can be found hang- 
ing on the wall above the bed, crossed over each other. 
The twin swords are identical bastard swords of excellent 
craftsmanship. One is a +2 spell storing bastard sword while 
the other is a +2 flaming bastard sword. 


Trap: The swords are protected by a magical flesh to 
stone trap that is triggered if anyone removes either sword 
without first uttering the phrase “long live the house of 
Vandal.” A clue to disarming the trap can be found writ- 
ten on ascroll in the library (area A18). 

7 Flesh to Stone Trap: CR 4; 5-foot sphere; Forti- 
tude save (DC 20) avoids; Search (DC 27); Disable 
Device (DC 30). 

In the drawer of the desk can be found a piece of parch- 
ment with the phrase “fire and ice” written on it, which is 
the phrase needed to deactivate the golems in area Axg. 


C9. TROPHY ROOM 

This is the castle's trophy room. All manner of creatures 
can be found stuffed here—bears, cougars, foxes, a dite 
boar, and a griffon, just to name a few. Among the figures 
are two unicorns that Lord Tathos killed. He delighted in 
killing the beasts, coveting their beauty for his own. 
More recent additions of Thaylak’s include stuffed towns- 
folk, forever posed in positions of terror and horror. 


ROOFTOP 


THAYLAK, CONQUEROR 
OF SOULS (EL VARIES) 


Rain and wind pour relentlessly down and lightning 
and thunder tear through the skies. Near the end of 
the rooftop, arms extended to the heavens, is a 
humanoid male in black half-plate armor. Large bat- 
like wings extend from his shoulder blades, and his 
pure white hair dances atop his head like a ghostly 
fire. He turns and regards you with eyes of hellish 
flame, With a grin, he produces a dead black sword 
from the scabbard at his hip. The single, blood red 


jewel nthe pommel seems to shine righty aginst 
the darkness of the night. 


Creatures: Thaylak spends most of his days here, look- 
ing over his new “kingdom” and plotting for the future. 
He completed his transition from the blade into Tathos 
barely a day or two ago, and for the first time in one thou- 
sand years, is free. The transition irrevocably altered 
Tathos’s body; Thaylak now appears in his true form— 
that of a balor. 

If either Valia or Emshar fled the PCs earlier, they are 
here and fight with Thaylak. 

 Thaylak, Balor: hp 110; Monster Manual 42. Note 
that Thaylak's stats have changed slightly due to the 
demonblade: Atk +21/+16/+11 melee (2d6+12 plus 2d6 
unholy damage/crit 17-20, demonblade); SA alter 
alignment, call demon (see the “Demonblade” sidebar 
for details). 

Tactics: Thaylak gates in a balor on the first round of 
combat. He prefers to fly high above the PCs, out of 
melee range, and target spellcasters with his spells, fol 
lowed by ranged attackers. 


Valia prefers to fly out of range as well. She attempts 
to gate in a balor (10% chance of success) on the first 
round of combat, then uses her spell-like abilities the 
following rounds, 

Emshar attacks with his offensive spells and wand of 
lightning bolt. If Thaylak is defeated he immediately 
attempts to flee, 

If the blademasters are still on the walls of the castle, 
they begin firing their arrows at the PCs on the begin- 
ning of round 2. 


oo eee CONCLUSION 


If Thaylak is destroyed, all remaining demons and mon- 
sters flee the area. The King of Kesh (King Airk of House 
Velonous) is extremely grateful to the PCs for ridding his 
land of the dark creatures. He rewards them 5,000 gp 
each and offers them honorary knighthoods. 

Now that the Lord of Manderaun has died without 
leaving an heir, the king looks for a new lord to look over 
the land and perhaps might turn to one of his newly 
anointed knights (even if Edina is still alive, she does not 


NEW MINOR ARTIFACT: THE DEMONBLADE 
The demonblade is an ancient weapon forged to aid the 
forces of evil. When created, a balor named Thaylak was 
bound into the blade, making it an evil intelligent sword. 
Once Thaylak gained his freedom, however, the sword 
reverted to a more mundane, although still very powerful, 
nature. 

The demonblade is a +4 keen unholy greatsword. In addi- 
tion, it possesses the following properties: 

Magic Circle Against Good: The demonblade radiates a 
constant magic circle against good effect centered on the 
wielder. 

Alter Alignment: Any nonevil creature struck by the 
demonblade must immediately make a Will save (DC 20) or 
suffer an immediate, radical alignment change. The charac- 
ter’s alignment on the good-evil axis immediately shifts to 
evil, and the character's alignment on the law-chaos axis 
immediately moves one step closer to chaos, if possible. So 
a lawful good character who fails the Will save becomes 
neutral evil, and a neutral character becomes chaotic evil. 

Only a wish or miracle can restore the former alignment, 
and the affected individual does not make any attempt to 
return to the former alignment. (In fact, he views the 
prospect with horror and avoids it in any way possible.) If a 
character of a class with an alignment requirement is affect- 
ed, an atonement spell is needed as well if this change is to 
be lifted. 

If a character successfully saves against this ability, he is 
immune to the power for 24 hours. 


Call Demon: Each time a creature dies as a result of a 
wound dealt by the demonblade, the wielder can potentially 
call a demonic servant as a standard action. The demon- 
blade must deal the killing blow to the creature (reducing it 
to -10 hit points) to use this ability. 

The power of the demon called depends on the power of 
the creature slain. For every Hit Die of the creature killed, 
the wielder can summon 1 Hit Die of demon. So a 16th- 
level character struck down by the demonblade enables its 
wielder to call one 16-HD or weaker demon as a standard 
action. When the wielder calls the demon, he actually cuts 
a portal between the plane on which he stands and the 
Abyss, through which the called demon can then step. 
Travel from the wielder’s plane to the Abyss is not possible 
through this rift. The wielder cannot call multiple demons 
whose Hit Dice total equals the maximum currently allowed 
by the demonblade. No more than one demon can be called 
when the wielder activates this ability; once a demon is 
called, all Hit Dice “charges” stored in the blade are lost. 
Undead, constructs, or other nonliving creatures slain by 
the blade do not grant charges. 

The demonblade can also store Hit Die charges for a 
short time. If the wielder of the demonblade kills multiple 
creatures, it need not immediately call a demon for each 
creature killed. instead, the wielder can store up to 20 Hit 
Dice of charges in the weapon to later call a more powerful 
demon. Thus, if the wielder kills a 6-HD creature and four 
1-HD creatures, he can then call a demon of 10-HD or 
lower. Charges in the demonblade fade 24 hours after first 
being stored. 
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wish to continue living in Manderaun). Ifa PC takes over 
this position and Naythan is still alive, he swears devo- 
tion to that character. This could lead to new adventures 
and intrigue as the PCs adjust to life as lords of a turbu- 
lent land. If the PC refuses the honor, the king soon finds 
a new lord to take over Manderaun, 

Possible hooks for future adventures include: 

The demonblade needs to be destroyed; a powerful arti- 
fact of evil, although now bereft of Thaylak’s insidious 
presence, it probably falls upon the PCs to see to it that 
the blade never falls into the hands of someone like 
Tathos again. 

If one of the PCs accepts the king's proposal to become 
the new Lord of Manderaun, one of the neighboring lords 
becomes jealous and tries to create civil unrest by claiming 
that no outsider should rule Keshen land. The PC must 
either befriend the disgruntled lord before events come to 
a head, or seek another, more violent solution. 

The nightcrawler (area B3) came from a place high in 
the Chechan Mountains. A little over a century ago, an 
evil stemmed from a sinister valley there—a powerful 
force that had long been asleep within the bowels of the 
mountains. Something woke it, and many dark and sinis- 
ter creatures poured from the mountains, terrorizing the 
Keshai. For years, many Keshen warriors traveled to the 
place that became known as the Valley of Living Shadow 
in hopes of destroying the evil and gaining fame for their 
country, None returned. The Aluvian Empire, who ruled 
Kesh at the time, likewise sent soldiers into the area, with 
the same disastrous results. 

Then one day, a powerful female warrior named Akia, 
who bore two magic twin swords, traveled with her few 
companions into the valley. Only one companion 
returned, and he told how Akia, by sacrificing herself, 
managed to seal the evil away again. Now the evil is 
slowly growing restless once more, and if the PCs remain 
in Kesh for long they soon witness attacks from night- 
stalkers, nightwings, nightcrawlers, and other dark 
beasts. Troubled by the attacks, the king might turn to the 
PCs to investigate the valley. 


KESHEN BLADEMASTER 


Base Fort Ref 
Level Attack Save Save 
Ist aa) +2 +0 
2nd +2 +3 +0 
3rd +3 +3 + 
4th +4 +4 +1 
Sth +5 +4 +1 
6th +6 +5 +2 
7th +7 +5 +2 
8th +8 +6 +2 
Sth 49 +6 43 
10th = +10 +7 +3 


As far as Thaylak is concerned, his host body might 
be destroyed, but does that mean he is destroyed? Per- 
haps he is still alive on his native plane, dreaming of the 
vengeance he will serve to those who cast him back to 
the Abyss. Q 


APPENDIX NEW 


Kesh was once a wild, hostile land, home to a nomadic 
people known as the Keshai. One thousand years ago, 
after the defeat of the Necrolord Solus the Fallen, the 
Dragonmaster Akaris the Golden forged the Aluvian 
Empire out of the shattered remains of Regenar’s many 
lands. Over time, the Empire grew in power and its bor- 
ders expanded. Lands were either slowly absorbed or 
taken by force. Kesh was one of the latter. 

For hundreds of years the Keshai lived under the yoke 
of Aluvia, During that time, the Keshai trained in secret, 
waiting for the day that they would march against the 
armies of Aluvia and win back their freedom. One hun- 
dred years ago, a young warrior by the name of Luthan 
Velonous led a rebellion against Aluvia and won Kesh’s 
freedom. It is said that he wielded two swords and moved 
like a whirlwind, cutting down all who opposed him on 
the battlefield. Luthan claimed that Heironeous taught 
him how to fight so he could lead his people to freedom 
and establish a kingdom. Luthan Velonous became the 
first king of Kesh and the first blademaster. 

The blademaster is just that—a master of blades. They 
begin teaching their soldiers to fight with only one blade 
and work their way up to fighting with two blades at 
once. The Kesh guard their secrets jealously and rarely 
share their techniques with outsiders. 

Hit Die: dio 


REQUIREMENTS 
To qualify to become a Keshen blademaster a character 
must fulfill all the following criteria. 


will 
Save Special 
40 ‘Two-weapon fighting 
+0 Potent critical +1d6 
4 Keen blade, flashing blades +1 
+ Weapon Focus 
+ Deflect arrow, flashing blades +2 
+2 Potent critical +2d6 
42 Flashing blades +3 
+2 Superior Weapon Focus 
+3 Flashing blades +4 
3 Counter strike, potent critical +3d6 


Base Attack Bonus: +6. 

Jump: 6 ranks. 

Tumble: 3 ranks. 

Craft (weaponsmithing): 3 ranks. 

Feats: Dodge, Expertise, Lightning Reflexes, Mobility. 

Special: Must have received training in Kesh from 
another Keshen blademaster. 


CLASS SKILLS 

The blademaster’s class skills (and the key ability for each 

skill) are Climb (Str), Craft (Int), Handle Animal (Cha), 

Jump (Str), Ride (Dex), Swim (Str), and Tumble (Dex), 
Skill Points at Each Level: 2 + Int modifier. 


CLASS FEATURES 
Weapon and Armor Proficiency: The blademaster 
receives no additional weapon or armor proficiency. 

Two-weapon Fighting: When wearing light or no 
armor, the Keshen blademaster can fight with two bladed 
(slashing) weapons as if she had the Ambidexterity and 
Two-weapon Fighting feats. She loses this bonus when 
fighting in medium or heavy armor, when using a double 
weapon, or if one or both weapons are not bladed 
weapons. 

Potent Critical (Ex): Beginning at 2nd level, a Keshen 
blademaster deals extra damage on a successful critical 
hit with a bladed (slashing) weapon. This damage bonus 
is +1d6 at 2nd level, increases to +2d6 at 6th level, and 
+3d6 at 10th level. 

Keen Blade (Su): Once per day, the 3rd-level Keshen 
blademaster can activate an ability that duplicates the 
effects of the keen blade spell (caster level equal to the 
blademaster’s character level) on a bladed weapon the 


VENTURE PATH: SHACK: 
By James Jacobs 
The second installment in the DuNceos Magi 
ture Path takes the PCs deeper into the mysteries of Caul- 
h priest of St. Cuthbert 
pital city attending impor- 
cent spate of kidnappings. He 


dron and its environs. The h 
Sarcem Delasharn, I 
tant yearly rites during the 
also used his time in the city to buy important supplies for 
Cauldron to keep the city from flooding in the coming 
rainy season. But when the high priest doesn't return and 
the rains begin to fall, the waters in the middle of Caul 
dron begin to rise, threatening businesses and lives alike. 
igh priest and 


It's up to the PCs to discover the fate of th 


find a way to prevent Cauldron from becoming a moun: 
tain lake. A D&D Adventure Path: Shackled City adven. 


ture for 3rd-level characters. 


wielding, The effect lasts for 1 round per 
1, and for only as long as the weapon 


blademaster is 
blademaster le 


remains in her possession. 

Weapon Focus: A 4th-level Keshen blademaster gains 
the Weapon Focus feat (+1 to attack rolls) in a weapon of 
the blademaster’s choice, as long as that weapon is a 
bladed (slashing) weapon. 

Deflect Arrow: A Sth-level blademaster with a bladed 
weapon in hand can attempt to Deflect Arrows with it as 
the feat (Player’s Handbook page 81). 

Flashing Blades (Ex): As a standard action while 
wielding two slashing melee weapons, the 3rd-level 
Keshen blademaster can execute a highly skilled dance, 
twirling her blades about herself in beautifully choreo- 
graphed, dizzying movements. On the following round, 
she receives a +1 bonus-to attack and damage rolls made 
with both slashing weapons. This bonus increases to +2 at 
sth level, +3 at 7th level, and +4 at 9th level. 

Superior Weapon Focus: At 8th level, the blademas- 
ter adds an additional +1 bonus to attack rolls made with 
a weapon of her choice. The blademaster must already 
have Weapon Focus with this weapon; this bonus stacks 
with the bonus granted by the Weapon Focus feat. 

Counter Strike (Ex): Once per day per three class 
levels, the 10th-level blademaster can attempt a counter 
strike with a bladed melee weapon. If struck with a 
melee attack, the blademaster can immediately make a 
melee attack roll. If the result of the blademaster's attack 
roll is equal to or greater than the attack roll just made by 
the opponent against the blademaster, the blademaster 
blocks the attack. In addition, if the roll is equal to or 
higher than the opponent's AC, the blademaster strikes 
the opponent and deals damage normally. 


, SPIKES, AND TEETH 

By Brian Marsden 

A leader of a pride of dire lions has been usurped by a 
dark denizen of the mountains. Now, this new leader 
is forcing the pride down out of the high mountains 
and into civilized lands to ambush merchants and 
other groups traveling through a mountain pass. 
When the PCs enter the pride’s new territory, they 
become the latest targets of this new threat. A D&D 


Side Trek for Sth-level characters 
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